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HOT 
BLOCKS 

A classic ST game 
to type in for your 
XL/XE * - 



i 



RECORDING SOUND 
FROM YOUR ATARI 

ALTERNATE INPUT 
ROUTINES ' 

TURBO BASIC DEMOS 



SOFTWARE 
BARGAINS 

CHECK INSIDE 



ARE 
JNS 

ISIDE 



* * 



INFOCOM 
- f?.f.P. 

A FINAL FAREWELL TO 
... THE^WEWUIREKINGS 




PUBLIC 
DOMAIN 

WORD PROCESSING 
UTILITIES 



STOS COLUMN ■ RAINBOW ROUTINES 

DAMOCLES • AT LAST! mrmm 
GOLD OF AMERICA I 
SIM CITY I 

FLOOD • BOTOX • KICK OFF 2 II 
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SOFTWARE 



support for your XL/XE 



TRANSDISK IV 



Best Seller! 



SOFTWARE 



TRANSFER YOUR CASSETTE GAMES TO DISK WITH EASE! 

TRANSDISK IV is a simple to use utility that will transfer all your cassette games to disk - easily and quickly! 



Handles arty type of cassette format • Handles cassettes that load extra levels 

Allows several games on one disk • Use all available memory on XL/XE machines 

Handles cassettes that require full 64k memory 
Complete with chart of exactly how to transfer 
the more popular games 



Full step by step instructions included 

Price £19.95 



TARITALK 

THE QUICK AND EASY WAY TO 
TRANSFER FILES TO YOUR ST 

Now you can simply and easily transfer flies to your ST without 
the need for a costly interface. TARITALK will transfer text files, 
database information, pictures, music files, BASIC programs in 
fact any file that has a normal DOS directory entry. Just plug in 
the TARITALK cable, run the software on each machine and 
your files will be transferred complete with full error checking. 

Please note that TARITALK does not convert files - it is up to you 
to make any amendments necessary to use the flies on your ST 

TARITALK is £19,95 complete with cable, 
software and instructions 



MINI OFFICE II 

The only combined business/application package 
for your Atari now available from PAGE 6 

MINI OFFICE II is acknowledged as one of th* best applications 
programs ever written lor the 8-bit Atari. You get a WO&D 
PROCESSOR, a SPREADSHEET, a DATABASE, GRAPH MAKER, LABEL 
MAKER and COMMUNICATIONS - all in one program. Almost 
every serious application you can think of is contained in MINI 
OFFICE II and each module is first class - as goad as any stand 
alone program ■ rl you can find one! 

MINI OFFICE H is the program no serious user should be without 

Price £14.95 



ATARI SOFTWARE BARGAINS 

Please check our supplement or telephone for details of 
dozens of great offers on Atari software - many at half pnce 



THE BIG DEMO 

The best demo ever produced for the 
XL/XE. Great graphics, excellent music 
and the best sampled sound ever 
heard on an 8- bit Atari (even beats a 
lot of the ST stuff!) 

Can you afford to miss out any longer? 
THE BIG DEMO is £3.95 

Please noiE thai &on>e d1 scrolling messages conlain tmrds tti&l 
same people rnra*it DTjiKt to and Chfi flrSK shou'd rtOl be 
considered stable fur vDung children. Tha BIG OEMQ require* 
a. 1Q5G dis* dnve ana will nfl run fully wltn en/ oWier dnve 



SPELL ME 

Let your young ones enjoy 
learning with your XL/XE 

A delightful program lo teach four to five year 
olds the alphabet plu& word recognition and 
woTd and picture association. Guide them 
with tho«# first &teps whilsi ol&o teaching them 
to enjoy the Atari as a creative tool SPELL ME 
has been written by a qualified teacher. 

Cassette £4.95pisk £6 95 

exclusively from PAGE £ $OFTWARE 



MIDIMASTER 

The package thai allows you to connect any 
v.idi synthesiser to your XL/XE. Record in real 
tlm» on up to & frocks - play back with any 
voice - change tempo - transpose ■ ploys 
AMS or Music Studio files - include* voice 
patch edrtorsfor cerlain Casio and Yamaha 
synths ■ and mote. 

Comes complete with Interface cobte, 
software and tuti instructions 

Price £24.95 



All items on this page may be ordered with the order form on page 54 or by writing to 

PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR. 
Credit card orders may be telephoned to 0765 213928 or FAXed to 0785 54355 



*The magazine 
for the Dedicated 
Atari User' 




RADICAL RUPERT 

A weird sort of game 



SUBSCRIPTIONS 
Annual subscription rates {6 issues} 



UK 

Europe 

Elsewhere (sea) 
Etse where (Air) 



£1000 
£15 00 
£1 500 
£21. GG 



Owrafite rates rtf Ittt Ofl I V the (Utterance- in poslal costs 
NEW ATARI USER OH DISK 

A disk containing all of the 3-bit programs 
from each issue Of NEW ATARI USER is 
available either separately or on subcrip- 
:ion. Single price £2.95 per disk. Subscrip- 
tion rates (6 issues) 



UK 

Europe 

Elsewhere {see) 
Elsewhere (Air) 



£25.00 
£3200 
£32, DO 
E4Z00 



Please make cheques payable to PAGE 6 
PUBUSHING and send to the Editorial 
address shown bekaw 

SUBMISSIONS 

PAGE 6 w-CibcDines and entourages its readers ta 
submit, articles, programs and rewws for publi- 
calipn. Programs must be submitted on disk gr 
ca&selte, anictes stioulrJ wherever possible be 
submitted as teal files on disk. We seek m en- 
owrap& your participation and do not have slrict 
rules for Submissions. If something imeresls you. 
write a program pr article and sutiflnit it* Appropri- 
ate payment will be? made lor ell published prog- 
rams and articles, all paymenlt oemg made- al the 
end of the second month ihown on she cover of 
the issue concerned. 

All original articles, pranrarn& and dher material 
in NEW ATARI USER i$ copyrtghl ol tlw author 
as credited All uncredijed malarial is copynghl 
PAGE 6. Unless containing the by-line "All Rights 
Reserved!" any material in NEW ATARI USER 
may be reproduced by User Q roups and cthair 
-non-pro(i1 making organisations provided ihal ihe 
aulhor s name is included and PAGE 6 is credited 
as me original publisher, Permission tp publish 
elsewhere shoufd be obtained From PAGE S or 
:hE* author. EdHors oi newsteflers reproducing 
malarial are requested to send a copy of the 
;h levant ;ssLie to the Editorial address of PAGE 
6- Whilst we lake whatever steps we can to 
ensure the accuracy of articles and programs and 
the contends of advertisements. P^Gt 6- cannpt 
be held liable for any errors or claims msde by 
advertisers. 

ATARI (TM1 is a registered trademark of 
ATARI CORP. AEI references Should ha so 
noted. NEW ATARI USER is an independent 
publication and has no connection with Atari 
or wi|h any other company or publisher. 



The next issue of 
NEW ATARI USER 
will be on sale 22nd November 
Editorial copy date is 15th October 
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the Dedicated Atari User' 
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THE CREDITS 

ALI of She usual stuff is on page 3 but here are 
the people who made tills issue possible. 

Lcb ElLidgham did the usual editing, layout, 
pastes up and p laved around with the fin- 
ished!?) version of Fleet Street 3 with help 
from Sean who just played quk-l]y on his own 
most of the Mint 

Sandy did the usual in looking after the 
advertising, coping with Iht mail order and 
lots more 

Now that Mrs Busby has settled in mt art 
going lcj call her Staeey and hope that SllC 
doesnl have too many birthdays otherwise 
nothing wit! trvei" get done 

The Regular Contributors, who provide: the 
backbone of the magazine and can generally 
be relied upon to comrr up with good artteles 
and reviews, are .... 



Mark HutchJnfi.&n 
John Davison jr 
Paul Rison 
Ian Fin Lay son 



John S Davison 
John Sweeney 
Damon, Howsrth 



All oLher contributors for this Issue are indi- 
vidually credited alongside their article* or 
programs. Thanks to everybody for sharing 
their work and enthusiasm with other Atari 
users. 

We never did hear 

The cover picture comes from Paul Lay's new 
game HOT BLOCKS another one that is 
hard to Lllustrate in any other way. E^l h hope 
I hal n feature on the enver will encourage 
Paul In keep writing for 1bt ft- bill 

This issue ls dedicated to HOY HARPER who. 
qjter a r.uiiplc of albums in the LDUdemess, 
has rtxne back with an absolute stunner. 
ONCE eorUoXfis some of Roy's best songs ever 
and IF stands as the finest semg on religion 
e\?er permed. And only Roy Harper woiikl 
have the courage to wriie THE BLACK CSX)UD 
OF ISLAM which sum* up precisely whtii 
ihese nutters ore all abour. Tfianks. Hoy, for a 
ureal listening experience and the chilis damn 
th& spine. AU Jean do in rexttm is- say thank 
you for helping to cremate another Issue of an 
utsigntjicant. Hale computer magazine andjor 
having the caumge to say things ihut need to 
be said, 

NEW ATARI USER is the magazine* 
PAGE 6 is the concept- Wherever you see 
PAGE € you It know what it means! 

The nest issue of NEW ATARI USER could 
feature YOUR article or program,, 
so 5EWD if IN NOW! 

PAGE 4 shuns jum utImh }vti can do wiih yimr Atari, Win 
the execptton of jinal output OH a Uw&^A and use offf reprff 
ivntttv fiW the listings and plnHvi, the magazine iv prepared 
entirely with Atari basrd equipment ciWif v&fiwaro - not a 
Macintosh Of fBM in •ri}>til! Hardware tiStd inrlttde? I.tttXE, 
iftSfl dixie drive, S10 drive. Jffl ctfirf/if (ocmiwmIty*k 
interface. SEC SOU printer, tfrftiSt, SIH24 t \fwutor, 
Atari 5H2&f hard disk driM, Ctfi1W*<f I ftkg disk driw. 
EpSOH RXi&t) prinier, Kvae*ra Ifti^ primer, Xfiennluffer 
printer buffer. Software initnd** Superscript, Turbo HasiA:, 
Airmit, i*C Intercewtw. TARI-fAUi. Print Wiz. srwriter, 
Prtrtexl and fleet Street Publisher. 

\rfirSes and pWffiMH iwhmifted on XIJXE disks tift* fvhjec- 
ted M vuriou% A. urTum written program* befvre being transfer* 
retfutraif lo Hif Sf via TARI-TALK. AH major editing is 
done H'ittf Prntesf and pages are laid Qui with f-'teet Street 
Publisher. A disk *iifi ihe Jiiixhed pages iv seni up lo a 
typesetting, bureau fn> be output on a LimHt flW Jflfl and, hvj 
prextn, finished fioge<, are vent hack. It really d#es vork - al 
fast? AU thai is faft JI 10 drop in Ihr tivlingi iiftd pbtitCS, Well, 
r/'jb tint qaite as easy as that, h\tt JMW Rtf the idea! 



TIME OUT? 

In theory, the longer you do something the easier it should become and the less time 
it should take. In the world of producing specialist interest computer magazines this 
doesn t seem to hold true H however, especially when producing the magazine is not 
the only thing to be done. When the time comes round to prepare another issue (as it 
docs all too often!) it takes about two weeks of solid work during which time there is 
not much time to do anything else. Using the computer to write programs or play 
games went out of the window many years ago and I envy those of you who are able to 
do these things In its place comes using the Atari as a creative tool which in itself is 
quite rewarding especially when programs come along, or are enhanced, to allow you 
lo achieve very professional results without going to outside agencies taut sometimes 
those rewards can be hard won! 

Fleet Street Publisher is one of those programs and, If all goes well, this issue will 
have been produced using Fleet Street 3. I say b if all goes well' since at the time of 
writing there appear to be one or two small problems in the Postscript output routines 
which, if they can t be solved, will mean creating the entire magazine ag^in on the old 
version f Still, creating the whole magazine again is nothing new! Just as I finished the 
last issue i had a major disaster and had to recreate the entire magazine - a week's 
work that took only a couple of days second time round, but that was a couple of days 
that could have been spent doing some of the norma] Lhings that normal people do. 

The major problem is lack of staff. Running a magazine with a full time editorial stall 
of one is not what any sane publisher would ever contemplate! Unless you are making 
a lot of money, however. It has to be done that way because the world of magazines, 
graphics and writing is a very high cost world. One occupational diversion is to look 
through the production credits of other magazines, often more interesting than 
reading the magazines themselves, to find out how others cope. There are several 
small circulation magazines who work in the same way but when you come to the big 
sellers, the difference is remarkable. Take AUTOSPOKT for instance, a full time team 
of forty with another thirty -seven outside contributors. All working on one magazine! I 
bet these folks go home at 5 pm r and do things like decorating the house, planting the 
garden, playing computer games, going out, maybe even watching the television! 

When we have our staff of forty, TU take a bit of rest and. maybe, even answer some 
of your letters! 

WARGAMES 

Are you interested in writing some reviews for us on wargames for the XL or XE? Miles 
Better Software have kindly donated some of the SSI war games for review but the 
chap we. had lined up as a war game reviewer has now deserted the Atari scene so \vc 
have the software but no reviewer. Get In touch if you are heavily into wargames and 
can write an objective review and we will wing them along to you. Please don't apply 
just to get some free software, you must be able to write clearly and concisely and be 
able to submit the reviews fairly quickly. 

STILL MORE CONTRIBUTIONS 

Thanks to those of you who sent in contributions as a result of last issue s editorial. 
We now have some programs and articles lined up for the nexl issue but only some. 
We still need a lot more. What has happened to all the games in Basic that will help to 
teach others how to program? Most of the games submissions tend lo come in the 
form of machine code which might create great games but doesn't teach the folks 
typing them in much about programming? What has happened to the folks who used 
to write articles for magazines like Monitor or the- major magazines that occasionally 
ran Atari articles or programs? Have they gone on to other machines? What about 
some of those old articles that appeared many years ago. maybe they could be due; up. 
tidied up and reprinted? There Is a stack of knowledge around on the Atari S-bit that 
could easily be shared with new users, so how about digging deep and sending 
some thing in to us? 

am 

I mi km m is created wflfi ftff J ME! PUBLISHER I 

from Mirrorsoft 
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TOP US SOFTWARE 

Gralin International who advertise in this issue, are 
now importing a selection ol the ICD range of 8 bit 
products including the Printer Connection at £29.99, 
the P:R: Connection, US Doubter, Action! and MAC/ 
65, They also have a nice little catalogue detailing 
other products currently being imported which con- 
centrates mainly on the productivity side of the XL./ 
XE with hardware from Newell Industries, such as 
Omnimon, Fastchip and Qmniview which gives full 
80 column capability phis memory upgrades and 
other enhancements. 

On the software side Gralin have a number of prog- 
rams that most users will not have heard of such as 
Blazing Paddles, a comprehensive drawing program, 
Membership Program, to keep membership records 
and produce mailing labels, Schematic Designer for 
producing circuit diagrams. Other programs that 
have not been available for some time include the 
database program Data Perfect and ano tiler data- 
base called Super Database 1-2-3 which allows you 



DON'T RUIN YOUR ATARI! 

We recently received a free sample of a neat 
little device that will set you back a mere 
£1 .99 yet could save you a fortune on repair 
bills. Just a piece of high density Jocirn but 
cleverly designed to Juiw plastic vending cups, 
standard Coke cans, slimline cans or juice 
cartons on your desk With no chance of them 
being accidentally knocked over. The device 
can be free standing or stuck dawn to your 
desk. 

It's called THE GRIPPER and should he avail 
able at fjkirrx like garages etc. but uhz haven't 
seen any locally. If you want to_find a sltjHW.s.' 
give the manufacturers. Innovation Ltd., a ring 
on 071 359 6919. 



to create any number of master databases from the 
main program, all of which can be run independently 
The Gralin product range is relatively small but 
contains programs and hardware that you will not 
find elsewhere, give them a little support, 

NEW INTERFACE 

With printer Interfaces in short supply since Fron- 
tier s decision not to continue with the ICD interface, 
news of a new Centronics interface is good news 
indeed. Derek Fern hopes to have available shortly 
an interface board requiring no soldering that can be 
installed in your XL or XK. Expected retail price is 
around £35 but give Derek a ring on 021 353 5730 
for further details. 

If you want to take a look at the projects thaL Derek 
is into and also pick up some printer bargains - he 
will have a stack of 1027 and 1029 printers available 
- pop along to the Alternative Micro Show whan 
Derek will be exhibiting along with PAGE 6, Bourne 
mouth and Poole User Group, Callisto arid others. 
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A. 



DISKS 



BUDGET CASSETTES 



Blinky's Sc&ry School .... 

Crumbles Crisis ., 

Decision in Desert ... 

Druid _ 

Financial Cook booh ....... 

Kick Otl 

Joeky Wilson Darts 

Us Vegas Casino 

Mountain Bike Racer ...... 

One on One 

Plaslron 

Sea Bandit ....... 

Silicon Dreams 

Speed Ace , 

Textpro ™ 
Zero War ... 



. . - - -------- . . . . - - - 



— . . -------- 



£4.50 
£3.95 
E8.9S 
£5.95 
£535 
£10.95 
£4.50 
£4.50 
£4.50 
£7.95 
E9.75 

£4.50 
£2.95 
E9.75 



CASSETTES 



Black Lamp £7.75 

Draconus ■■ r n in. £5"-S0 

Kick Off rrr inrrrrrlin " £7.50 

Hearlaene E7.75 

Rosen's Brigade ,. £4,50 

Speed hawk „,„ £7,75 

Tiger Attack „, £7.75 



Conflict in Vietnam £S-75 

Crusade \t\ Europe £7.95 

Oraoonus £9.95 

Fantastic Soccer £4.50 

HawkquBBt £17.95 

J unos First , £4.95 

Kenny Dalgllsh £11.50 

Living Daylights £4.50 

Ninja Commando £4,50 

Phantom _ ™, E4.5C 

Rosens Brigade £4.50 

Seven Card Slud £2.50 

Spy vs Spy Trilogy £5,50 

Star Wars £10-95 

2 3 EX On niiiiir r irrrrr mi—- £4 .50 

Zybex_ - £4.50 

Co lours pace £5.75 

Kenny Dalglisri £7.75 

Hawkquest £D.50 

Plastron „ ~ £7.75 

Sea Bandit £3.50 

Star Wars £9.95 

Zero War £7,75 



Arkanald 

Slinky Scary School ........ 

Cosmic Pirate - 

Domain Of Undftftd 

Encounter 

Fig Forth 

Fruit Machine Simulator .. 

Gridrunnar .., 

Head Over Heels „„,„ 

Joeky Wilson's Darts , 

Lea Vegas Casino .,. 

Living Daylights 

Mhrav Force ... 

Mountain Bike Racer 

Nlnja Commando 

Pinball Simulator 

Protector 

Roulette Simulator ........... 

Sidewinder „ 

speed Ac* 

Space Wars , „„„„- 

Tale of Beta Lyrat 

Timeslip — — _ 

Turf Form , 

Who Dares Wins II 

Yon. Grear Escape 



£2/3& 
£2.95 

£2,95 
£2.50 
£2.95 
£2.95 
£2.95 

£2/95 
£2.95 
£2.95 
£2.95 
£2.95 

£2 .95 
£2.9"5 
£2.95 
£2 

£2 95 
E2.95 

£2.95 
£2.95 



C2.95 



Astrodrold — 

Boulderdeishi IV 

Crack Up 

Dreadn aught £2.95 

Fantastic Soccer £2.95 

FOO* ha 1 1 Manager £2.95 

Ghosl busters £2.95 

Hardball £2,95 

Jel Boot Jack ... ..„. £2,95 

Joe Blade II 

Little Devil 



£2.95 
£2.95 



Mad JaK E2.9S 



Mountain Bike Sim ... 



£2.95 



Nigftlrnaras , „, C2-9S 

Phantom „ £2.35 



Planel Attack „ £2.35 



Roool Knights ... 



£2.95 



Scrr-irriii^i VJinc^s £2.95 



Space Rider 

Speed Run 



_ £2.95 

£2.95 

System 8 £2-95 

i .1. l iimijjj iiiimi E2! ■ "9 1 5* 

£2.95 

Warccpter £2 95 

... £2.95 

£2.95 



Thu nderfbx 
Titan 



World Soccer 
Zybc* 



★ * SPECIAL ★ ★ 



K. A BOOM 

{ROM CATRIDGE) 



XC1 2 Cassette Player £29.95 

- ring for av&tt&bHfty 
Blank 5.25 r disks £4.00 for 10 



FREE ATARI 8-BIT CATALOGUE AVAILABLE - TELEPHONE OR WRITE FOR YOUR COPY 

UK and EIRE: POSTAGE & PACKAGING FREE an orders over £4.00. Add SOp far orders under £4.00 
OVERSEAS: EEC countries add ?5p per Item. Non-EEC countries add £1 par item 

ACCESS, VISA & EUROCARD credit cards accepted. Order by telephone with credit cards 
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Got a point 
to make? 



Got any 
questions 

to ask? 



Write to 
Mailbag 
P. O- Box 54 
Stafford 
ST 16 1DR 



PORTFOLIO 
CONNECTION 

I have the following at 
home , 8O0XL, Star LC 10 
printer, 850 interface and 
modem. Because I do a lot 
of travelling away front 
home I would like a pocket 
computer such as the Atari 
Portfolio. Could you help 
me with the following ques- 
tions? Would 1 be able to 
type in listings from PAGE 
6 to the Portfolio? Could I 
then transfer this data in 
any way to my computer at 
home t either by TARITALK 
or via the interface? Could I 
go the other way round, i.e. 
send appointments, and 
addresses from my main 
database on my home com- 
puter to the Portfolios 
database? 

Chris Hudson 

Helensburgh 

We haite had several en- 
quiries along these lines re- 
cently, regarding the Fori folia 
and the Psion Organiser. In 
theory there is no reason why 
you cannot transfer data be 
tween the 800XL and any 
other computer, given the right 
software and connecting 
cables. You will firstly need 
an interface on the 800XL 
such as the 850 or P:R: Con- 
nection. Then you need a 
cable to connect the interlace 
to your other computer t "fttch 
could be the first ofyoui prob- 
lems. The only ready made 
cable that we know of will 
connect the 850 to an ST or 
IBM but we are not sure if this 
wQl connect La the Portfolio or 
Psion, so you mat) need to 
have a cable made up. You 
next need soine communica 
Hons software on either end r 
For the BOOXL ihere are public 
domain programs available 
{our disk DS#9 contains Ker- 
mii andAmodem) arid there is 



a comms package on the Port- 
folio, Once you haue all this, 
you should be able to transfer 
data both ways without 
problems- 
Typing in program listings 
should be possible, but you 
ivtit not be able to access the 
Atari 'CONTROL* characters 
on the Portfolio so will need to 
substitute these characters 
and retype them when ported 
over to the 800X1 ~ Listings 
transferred from another 
machine should be in ASCII 
format and need to be entered 
into the XL with the ENTER 
command and then resaved 
using SAVE. Transferring 
data out from the XL should 
also be in AEiCII so you should 
ensure that any database you 
use can output files in straigfil 
ASCII format 
All this should he possible 
but we have not tested it. Ttxe 
entire subject of transferring 
data to other computers* espe- 
cially portables, would make 
an interesting article and 
someone reading ihis must 
have done ft, How about writ- 
ing the article? 

MEMORANDUM 

There is a slight error in 
my MEMORANDUM prog- 
ram published in Issue 45+ 

The N=%1 in line 590 must 
be changed to N=%0 other- 
wise the first record of a$ 
can't be found if you type 
the first letter of that re- 
cord in the Search mode, 

Robert de Letter 

[Milium 

1050 REPAIRS 

I shall be most grateful for 
your helpn please. I have a 
1050 disk drive which is in 
need of attention but so far 
have not located a local re- 
pairer, T can get to Bath* 
Bristol or Swindon if you 



know of a repairer in these 
towns. 

D. Saunders h 

Devizes 

Repairers for 8 btl products 
are now few and far between 
and most folks will almost cer- 
tainly Ivave to send their com 
puiers and drills away, 
There used to lie a repairer in 
your area called Avon Micro 
Centre but we are not sure if 
they still repair 8 bits, you 
could give them a try on 0789 
292269. The only other rc/xur 
service that we know of cur- 
rently is offered by Derek 
Fern who has an advert else- 
where in ttds issue. 

C0MPUTERH0USE 
WARNING 

I am writing to complain 
about one of your ad vert is 
ers, Computerhousc UK^ Six 
months ago 1 purchased an 
XF5G1 disk drive from 
them which became faulty 
after only 2 weeks. For sis 
months now T have been 
trying to get them to hon- 
our the guarantee but they 
refuse to answer any letters 
I write on this matter. 
Could you please therefore 
consider very carefully any 
future advertisements they 
place with you or at least 
warn your readers about 
this company. I am trying 
desperately to get Atari to 
take responsibility but this 
seems highly unlikely as I 
purchased the machine 
from Computerhousc. It 
therefore looks likely that I 
shall have to bear the cost 
of any repairs needed. Be 
warned. 

H, Rayner H 

Leicester 

We have not taken any adver- 
tts tng from Compu terhouse 
since \he end of last year and 
in fact they ham not yet paid 
us for the last advertisement 
they placed. We are currently 
in the process of suing the 
company for non-payment but 
as they have failed to respond 
to tfie summons it looks tlkelg 
that the bailiffs will have to be 
sent in r Compuierhouse never 
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were very good at submitting 
advertising copy on time or 
patting us but u*e have never 
}vad more tlmn the odd com- 
plaint about them over the 
years. Naturally there will he 
no further advertising and 
readers are warned atwut re- 
sponding to earlier advertise 
menter 

UNFINISHED 
BUSINESS 

I own a G5XE and XC12 
tape recorder and enjoy 
your magazine a lot but I 
have a problem, I am a slow 
typer and it takes me ages 
to write programs or type 
them in from magazines 
and I wandered if there was 
a way of writing some of the 
program 1 am working on 
and saving it and being able 
to load an uncompleted 
program. So even if I shut 
off the computer I can re- 
load the unfinished prog- 
ram and cany on from 
there. 

Gurbinder Aulak t 

Birmingham 

There is absolutely no need Lo 
complete a program before 
you save il t indeed ii is prefer- 
ably to nave several 'incom- 
plete versions as you go along 
in case there should he a 
power failure or other problem 
with your computer. All you 
need to do is CSAVE or SAVE 
you listing at any time, it 
doesn't matter what stage 
you are at. The program re- 
mains in memory and you can 
save it again when you have 
typed some more. IJ you want 
to shut down the computer, 
just CSAVE or SAVE the list 
ing and then CLOAD or LOAD 
it again when you switch on. 
You can then carry on typing 
and the whole program will be 
in memory. Its simple,Just 
save whenever you like, load 
in unfinished programs and 
cany on typing. 
If you have a very Inng list- 
ing that you would prefer to 
split into sections then you 
can save it in a different for- 
mat and combine the sections 
later. If you use the command 
UST, such as UST "Cr or UST 



"D:_filename" then the program 
is saved in a form that can be 
combined with other prog- 
rams, or paris of programs, In 
this case you would type say 
the firsi half of a program and 
LIST ii out. You could then 
switch off and on again and 
type in the second half again 
saving this with UST to 
another section of tape or 
disk. To combine the nvojusi 
enter the first lisiing using 
ENTER Cr or ENTER "D:Jlle- 
name" and then enter ihr 
second listing using the 
ENTER command. The two 
listings will be combined into 
one. The only thing you must 
be careful of using this 
method is not io use the same 
line number in the second list- 
ing since tiiese will overwrite 
original tine numbers from the 
first program when combining 
the two listings r 



WHAT PRINTER? 

I'm thinking of buying a 
printer to use with my 
800XL and I'm tempted to 
stick with Atari but I know 
that the 1029 is incompati- 
ble with most commercial 
software and I'm not clear 
whether this problem still 
occurs with the XMMSQ1+ 
Please put me out of my 
misery by telling me 
whether I would be able to 
use software such as Print- 
shop with the XMMSOl or 
whether 1 should forget it 
and search out an interface 
for another brand of 
printer. 

If you help me out on this 
one, you'll confirm my be- 
lief that yours is the best 
magazine ever! 

Alison Dunbar 

Fraserburgh 

The prime consideration when 
buying a printer is how much 
you can afford to spend. If 
you can afford it, we would 
recommend going for an inter- 
face and an Epson compatible 
printer every time but you are 
looking to spend a minimum 
of £1 50 altogether probably 
more. We would recommend a 
Panasonic KXP1 082 or similar 
with an ICD Printer Connec- 
tion which you should find 



will cope with most commer- 
cial software. If money is tight 
then ijour only option, short of 
buying second hand, is io gei 
an Atari printer. The 1 029 can 
tiow be picked up quite cheap- 
ly but, as you say, it does 
hai>e compatibility problems 
with same software. It is 
nevertheless a good beginners 
printer and should serve you 
well far most non graphics ap- 
plications. As far as trie 
XMM8QI goes, this should be 
an Epson compatible but tike 
many so called compatibles' 
ii isn't fully and you may sUtt 
have problems with some 
commercial software, It is a 
much better pri nter than the 
1029 however and would be 
teonh paying n little more for. 
If you can find one that is 
because Atari no longer manu- 
faciure this model. Try a 1029 
as the cheap option or save 
up for a third party printer 
and interface, the choice is 
yours! 



SPELLING CHECKER 

I have a copy of mini Office 

II and find the whole pack- 
age very useful, very well 
set out and would recom- 
mend it to anyone who 
wants a low cost office 
package. The one problem I 
have however, and I suspect 
others have a similar prob- 
lem, is my spelling, It's not 
bad but could be better. Is 
there any word processor 
package on the market for 
the XL/XE machines with 
such a spelling checker 
built in? 

B. Spooner, 

Fishguard 

AtariWriier Plus has a built in 
spelling checker arid there is a 
separate spell checker. Proof 
reader, for the Atariwrtter 
ROM cartridge hut be warned, 
both tl\ese are based on 
American dictionanes and 
could cause you a few prob- 
lems if you believe everything 
they tell you! Ihe only word 
processor thai we know of 
with an English dictionary is 
Superscript a program that 
we would recommend highly, 
if you canjmd a copy. Ito/or 
iunately it is no longer being 



published so you wiU have to 
look out for a second hand 
copy. In our opinion a spell 
checker is absolutely essen- 
tial with a word processor, not 
necessarily to correct bad 
spelling but to pick up typing 
mistakes. You }iuve to be very 
careful though and still proof 
read any document since sf?e(l 
checkers are pretty dumb and 
will allow you io do things 
such as miss off the first tetter 
qf many words; such as ten or 
hold or transpose Setiers such 
as in the words there (three), 
quite (quiet) and spilt (split). 
Use with caution! 

SPRITES 

Please can you help me? I 
recently bought a 800XL 
but unfortunately there was 
no booklet with it- 1 already 
know how to program in 
Basic but I don't know how 
to get sprites on the XL. 
Please could you print a 
small explanation on how to 
turn them on and how to 
get multicolour sprites and 
also show me how to get 
multicolour text on screen? 

Also do you know of any 
advanced programming 
books on the SOOXL? 

Thor Snekkestad T 

Cambridge 

A *smaW exjilnnation of 
sprites, also known as player- 
missile graphics, on the XL is 
not possible, we devoted a 
series of articles to ii some 
time ago but unfortiinately. 
those issues are now out of 
print The book YOUR ATARI 
COMPUTER contains an ex 
planaiion of using player mis 
sile graphics uitd is one qf the 
feu? comprehensive books still 
in print well worth the, rather 
expensive, price. If you want 
a cheaper book, try EASY 
PROGRAMMING FOR THE 
ATARI MICROS, a superb 
hook hut aimed more at the 
beginner Neither of these 
books cover multi-colour text, 
which is strictly not possible 
on the Atari although it can Ije 
done with some very clever 
(and advanced) proyrammi\t^. 
Books on aditanced program 
ming? Sony, hut all of the 
ones we knew of are now out 
of print 
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BRIEF OUTLINE ON RUPERT 

- DUG UP FROM A SCHOOL REPORT 

'Rupert is a social outcast in all aspects of his character. He is 
unlikely to progress to the threshold of acceptability unless he is 
given dramatic help' 



CAME 
OUTLUMS 

Ti\e idea is to give Rupert 
his prescribed dose of 
medicine (its effect is to 
change Rupert's behaviour 
pat tern to that of a more 
respectable person). The 
task has been made easier 
by the fact that Rupert's 
mouth is constantly gaped 
open. Sounds easy - give 
Rupert his medicine and 
that's it - the only problem 
is that Rupert IMMENSELY 
DISLIKES taking his 
medicine. 




WiLL Rupert Remain 
Riskily Radical or WiLL he 



Realise that your Ruthless 

of Remedying him is 
Really in his best interests 
and WILL there be enough 
medicine for Rupert! 



Don't blame 
Rupert, blame 
Gavin Davidson 
who wrote the game 
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To have any hope of changing 
Rupert you have to complete 
the following three tasks 




1 



You can me the joystick to move your "Medicine Sup- 
plier* to the left or right. The joystick button causes a 
tablet of medicine to he fired upwards which has to 
enter Ruperts mouth to have the desired effect. 10 
points are given for a successful entry. 




TA 

You use the joystick button to ignite the 'Medicine 
Supplier* rockets. This time Rupert needs a larger 
dose of medicine , so the whole Master has to enter 
Ruperts mouth. 60 points are given for each 
successful entry- Unfortunately you are only 
allowed 6 chances to score. You must have 2 
successful entries to continue to task J. 




As in Task 2 the joystick button is used to ignite the 
'Medicine Supplier' rockets but this time you control 
the Master in flight by moving the joystick left or 
right The blaster has to enter Rupert's mouth and 
200 points are given for a successful entry because 
this time Rupert has got to he given a huge dose of 
medicine as a last hope of changing him. You have 
only one supply o f medicine to change him 



FUNCTION KEYS 



OPTION; Return to title page 
SELECT: Change skill level (3 levels) 
START: Begin game 
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4. REM JMWM^KH MMWWM N WM HH Xtt*WH H HHM HH M tt 

2 REM * RADICAL RUPEGT * 

3 REM * by * 

4 REM * Gavin Davidspn * 

5 REM * ™ * 

OZ 6 REM * HE H ATARI USER OCTOBER * 90 * 

EO 7 REM MM HXH WMJC W H .MM H WMHMM H MM KK MM M MM MMM 

NN B REM 

HD 10 GRAPHICS 0 : POKE 752,1:? "PLEASE I4AX 
T ONE MINUTE h " : RESTORE ft A : FOR t=B 10 3 
698: READ A 5 POKE Z 7984 4 T , A : HEHT T 

CP 12 GRAPHICS 0 ; POKE 752,1:? "PRESS SELE 
CT KEY TO PLAY GAME *** I 7 w*ESS OPTION 
TO SAVE GAME TO CASSETTE." 

K© 13 IF PEEK 15327?) THEM H = tI5R ( 34394 1 

OU 14 IF PEEK C53279103 THEPf GOTO 15 

MG IS ? "'i tM .,.PftESS RETURN KEY TO SAUE . 
ii 

■ p 9 m- m m 

HE 1ft POKE 293, 128: POKE 7 04,100 

BL 2ft RESTORE 30 : FOR P~0 TO 20 ' r READ A : POK 

E 27777+B, OiHEKT R 
MD 3ft DATA 39 , 12B . 189 , 14 1 , 108 , 169 , 00 , 141 H 

2,211,24,96,169,176,133*10,169, 118,133 

,11,96 

HM 48 fOR H=1536 TO 1593: READ Y ; POKE K,Y£ 
MEHT K 

MJ 50 DATA 18< , 104 , 184 , 14 A , 9 , 6, 16 2, 16 , 16? 
t 7, 157 , 66, 3 , 165 , 2B3, 157 , 60 4 3, 165, 284 , 1 
57,69, 3,169,0 

XE 68 DATA 157 , 72 , 3 , 16? , 12B , 13 3 , 62 , 169, 15 
,157, 73, 3 j 32, B6 P 2 SS 6 „ 169 , 12 , 15 7 , 66 , 3 , 3 2 
, 96 , 2 29 i ?i ^ H , 8 i 8,8, 0 , 0 f O , 8 P 8 
70 CLOSE SIS OPEN Bl , 9 , 0 , ifc C ; " = Q-USR C153 
£ j 11? ! CLOSE ttl 

PH 08 & AT A 112*112,112,71,23,169,7^6,6,9,, 
7,7,7,7,7, 7,7, 1 £4 j 138,138.65,9,103, 0, B 
,0,0,0,B,B F .O, 6, 0,8,0,0,0, 0,0,0, ft 

SR 98 DATA 9, 0 , 0 , 0 , 0, 0 , 0 , 0 , & P 0 , 8 , 8 , 8 , fl , 0 , 
8,8,8,9,8,8,0,0,8,0,0,0*8,8,8,0,0,9,0, 
O,8,0,0,0r0jBx8,8,8,8j 6, 0, B , 0 , O p 0 

KL 19ft DATA 0,0,0*0,0,9,0,0,0,0,0,0,0,0,8 
, 8, 8 , 8, 0, 8, 8, 8* 8 j & , 0, 8, 0 r ft, O , 8, O, 8 , 8, 0 
,0,0,0,0,0,0,0,0,6,0,0,0,0,0,8,0 

KM 110 DATA 0,0,8,9,6,8,0, 9, 0,0, 8,0,0,9,0 
,0,0,8,0,0,0,0,8,0,8,0,8,0,8,0,0,0,0,0 
,0,0,0,8,8,0, 0,0,8, 0,8,0,8,9,8,0 

KP 128 DATA 8 , 0, B , 0 , ft , 0 * 0 , 0 . O , O , 0 , 0 , 0 j 0 , 0 
,0,8,0,8,9,8,8,8, 0,8, 0,0,0,0,0,8, 0, 8,8 
, 8,ft, 0,9,0,9, O, 8, 8,0,8,0,8, 8, 8, 8 

KG 138 DATA 9,8,9*0,0,8,0,8,6,8,8*8,9,0,0 
,0,0,0,0,0,0,0,0,0,0,0.0,0,0,0,9,0,0,0 
,8,0, B,0,B,8, 8,8,51,35*47,58, ¥7, 26 

Yfi 140 DATA 16,16,16,8,37,46,37,50,39,57, 
26,20,19,0,8,9,8,8,8, 8,8,48,41, 51,35, 4 

7 , 58 a 37, 26, 16 P IB, 16, 6,0, 0, 6, 8 *B, 8 

TL 158 DATA Q , 0 w 8 , 0 , 8 , 9, 8 , 8, B , 9, B , 0 , B , B , 0 
,0,0, 9,0, 0,0,0, 0,O,8, 8, 8, 8, 8,0, B, 0,0,0 
, 0, ft , 14 , 14 , 14 , 37 , 45 , 49 , 52 , 57 , 0 , O 

YR 19B DATA 0,8,8,0,50,57,0,40,33,50,36,3 
7 , 5B ,8,45,3 3,46, 1, 14, 14 , 14 , 1 4 , 14 , 14 , 14 
jO, 0,0,62,0, 8, 9, Q,0,0,B,8 , 6, 62, 127 

SZ 176 DATA 12? P 127* 8, 19, 14, 14, Z, 44, 111, 1 
IB, 10 S, 12, 51, IBB, HJt, 119, 0,36,111,99,1 
87,2,14,14, 14,14,14,14,14,14,167 

HO 180 DATA 0,161,0,173,0,165,8,8,175,0,1 

8 2,8,165,0,170,14, 14,14,14,55,47,55,1, 
0,45,33,43,12, 5 7,47,53,7,54,37,0 

KS 1*0 DATA 33,44,45,47,51,52,8,51,33,54, 
37, 36, 8, 48, 41, 45, 14, 14, 14, 14, 14 , 14 , 14, 
14, 14, 14, 14, 14, 14,14, 44, 41 , 43, 37 

UI 2BO DATA 0,52,50,57,8,40,33,58,36,37,5 
0,8,45,33,46,4,14,14,14,14,14,14,14,14 
, 14, 14 , 16, 16, 236, 229, 246, 229, 2 36 

DM 210 DATA 218,229,225,243,249,8,237,2X5 
,230,0, 236, 233 , 235, 227, 0, 232, 225, £42,2 
28, 242, 229, 2 25, 236, 0, 232 , 225, 242 

MH 2 28 DATA 220,108,110,120,148,168,108,2 
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eo, 2*!i! , tea , ieo . 140 , 120, 250 , zee, i&ft j so, 

230 D ft T A 2,l f fl i 31^63,4fl,62,62jS8,62 l 16 
, 16,11.12, 12, 7,6,12,63,63,55,23,23,2 
3,23,23,2 3,2 3,23,224,248,24,245,2 48 

Nil 240 DATA 1B4 ,2 43 P 4 6 , 16 , 176 ,36 , 32 , 96 , 1* 
2,0, 96,240, ii@ P 216,288, 3 66-200, 288,20* 
, 288 r Z8S ,206, 162, 61,68, 243 , 121, 6* 

CS 25 ft DATA 243, 121, 68, 243,121, 6fl, 8,*, 0,2 
43, 121,60,4 7,0,0,60,47,243,121,68,4 7,2 
3ft, 114, B, ft, 217, 188, S3, 45, 8, 0,53, 45 

LC 26fl DATA 217, 188 , S3, 45, 204, 102 , 8, ft, 19 3 
, 96, 47,48, 8 F 0,4 7,4ft, 133, 97,* 7,40,18 2,9 
1,8, 8* 173,615, 8, ft, 182, 91, ft, 8, 162,81 

BT 278 DATA 4ft , 2 9 , 16Z , 61 , ft , 8 , 162 , 01 , 4ft , 2 9 
, 162 , 01 , 40 , 29,24 3, 121 , 66 , 46 J 243 , 121 , 60 
,40,243,121,68,40, 8,0,8,8,8,8,0,8 

UN 288 DATA 31,63,48,126,62,58,62,40,46,5 
9, 44,48, 168, 119, 128, 76 , 6ft , 63 , 55 , 7, 7 , 4 , 
4 r 6 P 4 , 7 , 7 , 7 , 7 , 7 , 6 , 6 , 6 , 6 , 8 , ft , 6 , 6 , 14 

UO 298 DATA 14 , 14 , 3ft , 1ft , 20 , Z4 , IS , IS, 15, 11 
,15,15,13,4,3,4,3,8,1,13,63,63,55,23,2 

3, 23, 23, 23,22, 23, £3, 16,48, 16, 0,8 

UZ 306 0 A T A 0, ft, 6 P 6, 8, 6,0, ft, 8, ft, 14, 26,24, 
22 4, 248, 24, 24ft, 248, 184, 24ft, 56, 24, 164,1 
04,44, 183, £84, 7,96,120,243 .88, 192 

OU 310 DATA 192,192,192,64,64,192,152,192 
,152, 192, ft, 192, 192, 192,12ft, 12ft, 192, 192 
,224, 224, 224, 24ft, 168, 8ft, 40,224,224 

WE 328 DATA Z24 , 160 , 224 , 192 , 96 , 64 , 120 , 64 , 
12ft, 0, ft, 96, 24 ft, 24ft, 216, 20B, 20ft, 28ft, 288 
* 288 , 28B, 208, 206, 16 , 24 , 16 , 192 , 8 , O 

ttft 33ft DATA 8,96,64,8,0,8,8,8,0,224,112,4 
8,62,28,62,12 7,127,54,26,26,6 2,127,127 
, 54, 62, ft, 8, ft, 5, ft, 0,62, ft, 8, 8,8,0, ft 

PI 348 DATA 62 , 6, 8 ,6, O, O, 0 ,62, 5 *8, 8, 0, 8,ft 
, 138, 13ft, 16, 116, 13 8, 162, 17 ,19, 35, 93 , 28 
6,14,38,14, 14,14,50,33,36,41,35,33 

K¥ 35ft DATA 44 , 0 , 50 , 53 , 4» , 37 , 50 , 62 , 14, 14 , 
14, 119, 114 , IBS, 116 , 116 , 101, 118 , 39, 33 , 6 
4, 41, 46, ft, 36, 33, S4, 41, 36, 51, 47, 46 

¥f* 36ft DATA 35,47,46,35,37,41,54,37,36,8, 
36, SB, 47, 45 , 8, 52, 4ft, 37 , ft , 33 , S8 , 35 , 48 , 4 
1, 52 , 37,35,52, 53 , Sft, 33 , 44 , 8 , 4 5 , 41 

TI 378 DATA 46 , 36, 51 , ft , 8 , 4 7 , 3ft , 8 , 39 , 33 , 54 
,41, 4 6, 0 , 33 , 46,36, ft, 35,48, 33 , 5ft , 44, 37, 
51, 8, 3ft, 33, 54,41, 36, 51, 4?, 46, 14, 98 

HI 38ft DATA 114, 97, 185, lift, 119,97, 118, Iftl 
,115,11,44,47,47,43,51,0,33,51,8,41,36, 
0 ,57,47, 53, 5ft, 8 P 34, 44 ,33, SI, 52, 37 

RT 398 DATA Sft , 0 , ft , 8 , ft, 8 , 46 , 37 , 37 , 36 , 51 , B 
, 41, 5Z, 51, 14, 14, 14, 37, 5ft, 14, 45,41,51, 5 

1,44, 37, 0,S1, 53, 4ft, 46,44, 57, 0,5ft 

HF 488 &ATA 37,48,44,37,45,41,51,46,37,35 
,46, 62, 8 , 8, 8 p 8, 8, 8, 8 P fl , 8 , 62 , 127 , 127 , 12 
7, 127 , 127, 127, 52, 52, 37, 58, 12, 46, 47 

VA 410 D A T A 55.0,35,33,45,37,8,35,33,46,8 
,34,37,39,41,46,0,51,36,47,50, 37, 26,16 
,16, 16, 8, 3 7, 46, 37 ,58, 35 ,57, 26, 8,8 

MU 428 DATA 0, ft, 8, ft, 8, ft, 8, ft, 48, 41, SI, 35, 4 
7 , 58, 37, 26, 16, 16,8, 8, ft, 48, 47, SI, 41 , 52 , 
41, 47,46 , ft, 17 , 14,14, 2 ,52, 114, 121 

CU 430 DATA IBS, lift, 183, 8, 116, 111, ft, 116, 1 
ftl, 169, 112, 116, ft, 47, 188,103,97,2,14,14 
, 14 , 14, 121 , 01,48, 162, 121, 81 ff 48, 144 

IA 448 DATA Iftft , 72 , 35 , 144 , 188 , 61 , 40 , 136 , 1 
82 , 68, 33, ft, 8, ft, 8, 284, 182, 61, 6ft, 284, 8, ft 
1,6ft, 0,102,81,68,284, ft, ©1,66,264 

DJ 458 l>ATA 182 , 81 , 68, ft, 0, 91, 8, ft, 0, ftl, 0 , 1 
73, 85,68,57, 173, ft, 68 , 57 , ft , 8S , 68 , 57 , 173 
, 8 , 68, 57, 173, 85,68, 57, ft, 0, 76, 8, 6 

JC 468 DATA B , 6ft , 0 , 153 , 76 , 6ft , 5B . 153 , ft , 6ft , 
58, 153 , 76, 68, SB, 173, 85 , 68, 57, ft, ft, 0 , B, 1 
73,65,8,8,0,8,8,8, 173,85,8,6,284 

Mr 47B DATA 1 B2 , ftl , 6ft , 284 , 102 , 61 , 68 , 204 , 1 
82 ,61, 68, ft, ft, 8, ft, 192, 8, ft, 0,0,72,165,12 
8, 141, 18, 212, 141, 24,268,141, 26, ZBft 



8Z 48ft DATA 1 04,64,8,8,56 r lfi?, ft, 141,8,218 
, 165, 186, 233 . ft, 141 , 7 f 212 , 133 , 204 , 24, 1ft 
5, 1, 13 3, 2flB, 105 , 1, 133 , 205 , 169 , 8, 133 
LI 49ft DATA 28 3 , 133 , 2 85, 13 3, 287 , 162 , 8 , 160 
, 0, 169, 0 , 145 , 207,280, 204 , 249 , 169,46 r 14 
1 . 47, 2 , 169 , 16, 141, 156, 2 P 16 9, 3, 141 
UD 508 DATA 15,218,169,13,141,197,2,169,2 
4 4,141,19 2,2,141,194,2,169,56,141, 193, 
2,141, 195, 2,169,217*141,199,2,169 
CF 510 DATA 116, 141 P 103,6,169,3,141,29,20 
& , 169 , 52 p 141, 111, 2 , 169, 12, 4-41, 196, 2, 16 
9, 1 p 141 p 0, 2BB, 141 , 9, 200, 141, 18, 2ft0 
MS 528 DATA 141 , 11 , 2ftft , 169 , 126 , 14 1 , 106 , 6 , 
96, 141 , 121,6,142,122,6,148,123,6,96,12 
0,169,169,141,49,2,169,8,141,4 8,2 
ME 530 DATA 169,64,133,16,141,14,210,169, 
160 , 141 ,B, 2, 169, 114, 141, 1 ,2, 169, 192, 14 
1,14, 212, ftft, 16 2, 0, 169, Or 157 ,27, 110 
KW 540 DATA 232 , 224 , 82 , 288 , 246 , 162 , ft , 1»9 , 
229,112, 157,23,189,232,224,20,288, 245, 
162, ft, 189, 31, 111, 157, 223, ift9, 232 
RM 55ft DATA 224 , 6 , ZOB , 245 , 162 , 8 , 189 , 04 , 1 1 
3,157,69, 109,232,224, 18,208,245,169,18 
2, 141, 92, 1»9, 169, 114, 141,93,1*9,169 
VB 560 DATA 111,141,94,169,169,109,141,95 
, 109, 162, 0 , 189 » ft, 113, 157, 107 H 109, 232, 2 
24, 14, 2ftB, 245,162, 0,189, 14, 113, 157 
JU 578 DATA 27 , lift , 232 , 224 , 78 , ZOB , 245 , 162 
, ft, 172 ,136 ,6,76, 28, 119, 189, 95, 111, 3 2,1 
6, 116, 136, 23ft, 206 r 189 , 122, 111, 32 
KT 568 DATA 16,116,190,286,200,2 32,192,6 6 
, 2ftft, 233, 96 H 162, 8, 16ft, 12 , 169 , 8 , 112 , 32, 
16, 116, 136, 230, 206, 189 , 88, 112, 32 
KB 590 DATA 16,116, 198j 286, ZB 8,232,1 92 , 1 B 
2, 20B, 233, 16ft, 144 ,162, 8,189, 45, 112, 32, 
16, 116, 136, 258, 286 p 109,133,112,32 
GI 60ft DATA 16,115,288,198,206,232,192,23 
ft, Zftft, 233, 96, 145, 205, 20ft, 145 ,285, 96, 16 
ft, 216 P 162, ft, 189, 165 , 113 , 145, 20 7, 20 @ 
JC 618 ft AT A 232,192,230,266,245,169,188,1 
41, 13S, 6, 96, 173, 104 , 6 , 248 , 37 , ZB1 , 1 , 24ft 
,10,32, 130, 116, 173, lft, 210, ZBi, 12ft 
SL 620 ft AT A 144, 23, 169, 1,141, 164, 6, 266 p 10 
5, 5, 24ft, 52, 173 p 103, 6, 201, 180 , 176 , 45 , 2 3 
B p 163, 6 , 76, 105, 116, 169, 0, 141, 104 
6 38 DATA 6,286,185,6,248,29,173,103,6, 
201,58,144,2 2,266,183,6,173,103,6, 141, 
0,28ft, 141, 1,206,24, 105,16, 141,2,206 
DD 640 DATA 141,3,288,96,169,2,141,104,6, 
96, 173, IP, 2 I ft, 281, 188, 144,11,281, 220,1 
4 4,14,173,121,6,141,105,6,96,173 
GN 658 DATA 122,6,141,105,6,96,173,123,6, 
141, IBS, 6 , 96, 173, 122 , 2 , 201, 11, Z40, 5, 20 
1, 7, 24ft, 39, 96, 173, 105, 6, 261, 50, 240 
IZ 660 ft AT A 30 P 2ft6, 106, 6, 169, 1,1 41 P 128,6, 
173, 106, 6, 141, 7, 288, 24, iftS, 2, 141, 6, 28H 
,lftS, 2 ,141,5,288,185, 2,141,4,206 
Eft. 67ft DATA 96,173,106,6,201,190,240,246, 
23ft, 106, 6, 169, 2, 141, 128,6, 76, 169, 116,1 
60, 213, 173, 28, 2, Zftft, 47, 174, 139, 6 
KL 6ftft DAT A 1*9, 64, 111, 141, ft, 21ft, 232,142, 
139,6, 174 , 188 , 6, 169, 2 , 141 , 28 , 2 , 1B9 , 168 
, 112,145, Z07, 208, 232, 192, 219, Z8B 
69ft DATA 245,169,1,141,105,6,142,166,6 
,224,24, 2O0, 4, 76, 5ft, 117, 96,76, 151, 117, 
280, 112, 6, 24ft, 21, 96, 172 ,107, 6, 192 
QD 780 DATA 288,208,243,173,109,6,208,5,1 
73, 132,2, 26B, 229, 76, 230 , 116 , 1 72 , 107 , 6 , 
162, ft, 169, 120, 141, 112, 6, 169, 28, 145 
UB 71B DATA 207 , 2ftft , 145 , 267 , 208 , J 69 , 8 , 1*5 
,207,286,187,6, 169,0,141,139,6,174,140 
,6,169,76,111,141,0,210,232,142,140 
HK 7 20 DATA 6,224,15,248,5,169,0,141,8,21 
0, 173, 107, 6, 201, 148, 206, 34 , 160, 139, 169 
, 0, 145, 287, 20B, 192, 180,208,247, 169 
KB 73ft DATA 280,141,187^6,169,8,141,146,6 
w 141, 139 ,6, 169, ft, 141,108, 6,169,0, 141, 1 
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69, 6 * 96 , 169, 2, 141 , 111 , 6 , 141, 138, 6 
MC 748 $>ATA 141, 118, 6, 16 9, 16,141*46, 114, 1 
69, 22, 141, 45, 118, 16 9, 8, 141, 114 * 6 j 141 , * 

7, HO, 141 , 4ft, lift, 141 , 4 9, 114, 141, 133 

8J 758 DATA 6 ,,141, 119, 6 , 141, 1Z4, 6, 141, 128 
r&p 14 1. 129,6,141,131,6,141*132*6, 141,1 
35 a 6,141,143.6, 14 1,14 4,6 , 141 , 145 

UG 766 DATA 6 , 165 , 216 , 141 , 125 , 6 , 169 , 128 , 1 
41, 11?, 6, 141, 112, 6, 164, 48* 141, 127, 6, 96 
, 173, 147, 6*241* 162, 248,5, 281 , 161 

CF 774 DATA 2 4 0,1,96,56,173,146,6,237,143 
, 6, 241*7, 176, 1*46, 241, 14 , 176, 251 , 162, 1 
,32,65*118*32, 117 * 117 r 159 , IS , 141 

TS 788 &ATA 26,2,173,34,2,246,24,167,1,14 
1* 38, 2, 173, 18, 21B, 141 , 8,214,141*2,210, 
169, 166* 141, 1, 214, 169, 284, 141, 3*218 

0D 7 9a DATA 173,26,2,248,222*141,4,216*14 
1,3,218, 96, 2 38, 35, 114, 173,35, 114, 201, 2 
6, 240, 4 ,242,248 P 243, 96, 169,16 P 141 

PU 688 DATA 35, 118, 238 , 34 , 110* 7*, 75, 110 , 2 
38, 114 , 6, 173, 114, 6, 285, 127 , 6, 248, 1 . 96, 

169. 0. 141. 114*6, 286, 46 , 11B , 173 . 4 6 

116 814 DATA 114, 241, IS, 244, 1, 35,169,25*14 
1,46,116,246,45,116,173,45, 118,241,15, 

248. 1, 96, 162, 8 , 18 9 , 11 Z , 118 , 157, 45 

PO 420 8ATA 114,232,224,5,746,245,169,66, 
141,28,2,173,26,2,280, 251,169*164,141, 
1,216, 141, 3, 218,173,127, 6,201,40 

DZ 834 DATA 244,3*76,223,119,96,32*176,11 
4, 3 2, 54, 11S, 32, 217, I 15 P 3 2,145, lit, 32 ,1 
89, 116 , 32, 128, 117* 32 , 22 , ±16 , 173 , 31 

CI 646 DATA 288,261,6*248,93,261,5*240,34 
, 173,26,2*248, 17 , 32 , 44 P 123 , 169* 2 , 141 , 2 
6,2,24,173,197,2,185, 16, 141 t 197,2 

UG 050 DATA 238,196,2,173,196,2,141,22,28 

8, 76, 197, US, 173, 38, 2 , 268, 217, 169, 8, 14 
1*30, 2,24, 173*136,6,241,18,176*16 

ES 468 DATA 185,9*141*136*6,172,136,6,162 
,6,32,28,419,76,197,118,169,0, 141,136, 
6, 76, 9, 119 .185, 37, 111, 157, 22 9, 189 

RK 870 DATA 288,232,224,9,288,244*96,162, 
Op 169, 4, 15 7, 23, 189* 232 ,208,248* 162, 4,1 
69, 8 p 157, £7 , ±18, 232, 224, 86, 288, 246 

DA 688 DATA 169,217,141,115,6,169,166,141 
, 1, 218, 141, 3, 218, 169, 8, 141 , 8, 218, 141, 2 
, 214, 141, 4 , 218 . 141 , 6 , 2 1 8 , 16 2 , 8 , 169 

HA 898 DATA Z85, 113, 157, Z7, 118, 232, 22 4 , 36 
,284,245,32,152,117,32*96,122,32,115*1 
19, 76, 145, 119, 173 , 136 , 6 , 261 , 18 , 144 

GK 988 DATA 4 r 281 , 18 , 2 40 , 9 , 16 9 , 18 P 1 62 , 34 , 
164, 68, 76 i 141, 119, 1 69 , 5 , 162 , 15 r 168 , 36, 
32*44,115,96,173,38,2,264,41*169 

KT 918 DATA 1,141,38,2,172,187,6,192,288, 
208, 3 , 32, ±62, 116, 173, 136, 6,280 , 15, 238, 
136,6*173*138*6,261,2*144,6,169*8 

HF 926 DATA 141,138,6*32,41,116,32*98,116 
,32, 34, 1±7, 32 , 239 , 117 . 32 , ± 87 , ±2 2 , ±69 , 8 
, ±33,77, 76, 145,119*32, 288, 114, 32 

NU 938 DATA 106, 116,32,189,116,32,152*117 
,32,22*116,96, 168,4,169,58* 141,146*6,3 
2 , 287 , ±19 , ±69, 180, ±62 , ±88 , ±68, 50 

KZ 946 DATA 32,44,115/76,189,121,286,117, 
6, 248, ±, 96, 169, 128, 141, 117, 6, 286, 116, 6 
, 284, 245, 173, ±24, 6 , 206, 240, 173, 136 

HE 958 DATA 6,281,18,288,8,169,1,141,118, 
6* 76, 36, 126, 164, 2, 141, ±18, 6 , 173, 119, 6, 
280,16,236, 186,6*173, 146,6*261*198 

QE 960 DATA 284,19*169,1,141,119,6*286,14 
6, 4, 173, 186, 6, 281 r 58, 288, 4, 286 , 119, 6, 9 
6,76,189,116,173,124,6, Z 88, 6, 17 3 

MM 978 DATA 132,2*248*1*96,169,1,141*124, 
5,169,188,141,142,6,32, 190,128,173,125 
, 6, 141 , 8, Z18, 141 , 2 . 218, 169, 148, 141 

fo 900 Data 1,210*141,3,216,286,125*5,173 

, 125, 6* 261* 163* 248, 89 , 241 , 1S2 , 240 , 85* 2 
81 , 140 , 286 * 88 , 266 , 124 , 6 * 169,216, 14 1 
DH 998 DATA ± 2 5 , 6 , ±69 r ±66 w t4± , 1 , 218 , ±41 p 3 



,210, 169, 2 , 141 ,. 118 ,6, 169 , 4, 141 , 127 ,6.1 
62, 48, 173 . 129 .6, 248, 12 , 162 , 64, 169 
1684 DATA i , 14 1 , 127 , 6 , 1 69 , 8 , 14 1 , 128 , 6 , 
173, 26, 2, 288 , 251, 1 69 , 1 , 14 1 , 20 , 2 , 3 2 , 48 , 
118,20;?, 268,248,32, 11?* 117* 162,0 

BH 1016 6 A TA 172*125*6, 169, t47, I 14,145,28 
7,232, 288. *24, 1 5 , £6* , 245 , 9ft , 56 , 173 , 186 
r 6, 2 3 7, 183, 6 ,281, 9, 176, 1, 96, 241, 13 

U8 1826 DATA 144,1,96,169,8,141,126,6,174 
, 126 , 5, 172, 125, 6 ,173, 141, 6, 246, 12 ,24, 1 
7 3 , 142 ,6, 145, 3* 141* 142*6, 76 ,6, 121 

ON 1838 DATA 56.173,142,6,233,3,141,142,6 
, 141, 8, 218, 169, 168, 141 , 1 ,214,169,158,1 
41,3, 216, 189, 147, 116 r 145 , 287, 232 

OV 1448 DATA 200,224*15,246,245,173,129,6 
,288,5,169,8,76,41,121,169,2,141,28,2, 
173 , 28,2, 288, 251 . 174 r 126 p 6 , 232 , 142 

DC 1058 Data 126,6,169.0,141,141,6,173,13 

1, 6, 286, 4 , 224 , 11, 286, 152, 169, 0, 141 , 131 
,6,169, 160, 141, 1,218,141*3,210,173 

JI ±468 frATA 129,6,244,14, 162,28,169, 1,14 
1, 133, 6 , 76, 188, 121 , 162,6,238,135,6,32, 
6 S, 118, 76, 126 , 128 , 32 , 245 , 119 , 1 73 

UL 1078 DATA 28*2,268,31,169,1,141,28,2,1 
7 3,136,6,280, 15,234,137,6,173,137*6,28 
1,3, 144,6,169,0,141,137,6,32,43, 116 

IE 1880 DATA 32 , 6 7 , 1 28 , 17 3 , 45 , ±10 , 281 , ±6 , 
208 , 31, 3 2, 13 4, 118, 173, 135, 6, 281, 2, 176, 
18,32, 22 3,122,32*245, 122, 32,8 3,122 

HH 1098 DATA 32,158*122,32,187,122,76,177 
,121,76, 196, 121, 32, 187, 122, 169, 0p 133,7 
7, 76, 169, 121, 168, 45, 169, 126, 141, 146 

PW 1100 DATA 6,32,287,119,32,115,119,169, 
1, 141, 129, 6, 173, 136,6, 288, 9, 169, 200, 16 
6,208,162,200,32*44, 115,173,36,2 

EL 1114 DATA 286,24,16**1,141,36,2*32,43, 
116,246, 138,6,173,136,6,260,0,169, 2,14 
1 r 138, 6 r 32, 4l62 r 1 1 6 , 1 73 . 2 8 , 2 . 2 88 , 24 

JY 1128 DATA 169,8,141,28,2,32,67,126,173 
, 12 4 , 6, 248, ±1, 173, 12 8, 6, Z81, 1 , 244, 45* 2 
81,2,248,47, 173,45,114,261,16,208 

WU 1136 DATA 21,32,134,118,32,223,122.32, 
245, 122, 32, 83 , 122 , 32 , 158 , 122 , 32 , 187 , 12 
2*76,52,122*32*111*128*32,167,122 

UN 1146 DATA 169,8,133,77,76,228,121,32,1 
74, ±±6,76, 38, ±2 2,32* 21£, 116, 76, 38,122, 
160 , D, 185, 189, 118, 153, 38 , 118 , 288 

KH 1150 DATA 142,16,286,245,173,34,118,26 
S, 29, 111, 176* 3, 76, 132, 122, 268, It ,173,3 
5,118,285,38,111*176,3, 76,132,122 

KD 1168 DATA 173,34*118,141,29,111,173,35 
, 110, 141, 38* 111* 173 , 29, 111, 141, 63, 116, 
173, 36, 111, 14 1,64, 118, 169, 16 p 141 

CO 1174 DATA 65,116,96*173,133*6,248,5,16 
4,48,76,172,122, 160, 12,162,6,32, 193, 11 
5, 168, 6, 76, 172, 122, 162, 8, 185, 2 85 

GP 1186 DATA 116,157,67,118,732,288*224*4 
O, Z08, 2 44,46,173,31, 288,201,3,244,5,28 
1,6,240*4,96,76,176,116,32,176,114 

BU 1190 DATA 32 , 22 , 116 . 32 , 185, 116 p 32 , 189, 
116* 32 , ±26, ±17, 32 , 217 , 115 , 76 , 41 * 119 * 15 
9,167,141,1,218*141, 3,216,169,166 

VF 1200 GATA 141,5,210,141,7,210,169,0,14 
1,8* 218, 96, 162, 8, 168, 8, 169, 164, 111, 141 
, 8, 218, 232, 189, 164 , ±1 1 , 14 1 , 2 , 218 

FM 1218 DATA 232,189,164,111,141,4*218,23 
2, 184, 164, 111 , 141 , 6, 718, ±89, 5, 141 ,28*2 
,32*187*122,173*20,2,266,248,232 

HH 1220 8ATA 288,192,22,206,210*46,32,223 
,122,169,166,141,5,210,141,7,216*174*1 
43,6,172,144*6,142,26,288,1,96,189 

fJE 1230 DATA 51,114,141,8,218,232,149,51, 
114,141, 2, 216, 232 , 189 , 51 , 114 , 141 * 4 , 214 
,232,189,51*114*141*6,214,173,145 

OK 1248 6ATA 6,281,5,240,4,238,145,6,96,1 
69, 8, 141 , 145, 6, 142, 143, 6, 238, 143, 6, 238 
,144,6,96 * 
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TALKING TO THE DRIVE 

The Secrets of SIO 



THEORY AND OPERATION 

Most people have a grave misconception about the way the 
Atari computer commu nitrates with Its peripherals. Set up an 
lOCB, rail the Centra! Input/Output (CIO) utility, the job s 
done and all because of the easiest I/O system on any 8-bit 
home computer. Unfortunately, if that was your notion, you're 
wrong]] 

CIO acts as a middleman , true communication is established 
by the Serial Input /Out put (SIO) routines, SIO actually trans- 
mits and receives data to all devices on the serial bus. and is 
responsible for checksums, baud calculations etc. 
SIO has a well-defined protocol lhat is associated with things 
like Command and Data Frames, Acknowledgement, Nonack- 
nowledgemeiit and Command and Bus Errors. If those bits of 
jargon scared you witless then fear not, lor SIO. in some cases, 
is as easy lo use as CIO. and the average mortal in 99.9% of all 
cases need never know about them, (unless you have an 
KPltOM burner and want to cause trouble by partially re 
writing the operating system) - 

Probably the single most common use of SIO is for disk 
access, usually in the form of sectors, so that seems a good 
place to start. SIO. like CIO, requires data to work. In a similar 
fashion to CIO, SIO takes its data from a Device Control Block, 
which resides at $0300 - $0300 (768-779 decimal). Here we 
come across our first major difference, there is only one DCB 
as opposed to eight IOCB's, yet they share a similar structure. 
Take a look at the three tables, which contain a list of 
addresses, labels and details of commands associated with the 
I3CB. Anyone who uses a non-standard disk drive, such as Lhe 
Indus GT> or in some cases an upgraded one, (i.e fitted with a 
US Doubler, Happy enhancement, etc.) may be interested to 
know that if you use the values of 78 and 79 in DCOMND. It is 
possible to read/write from/to the drive configuration block. 
There will be a small tutorial and program about this later. 
To call SIO, not all of the DCS has to be set hnl if it is, In 
some cases it may prevent errors occurring. As a rule though, 
here is what should be done to read/ write a sector, First store 
a value of 49 into DDEVIC, to tell SIO what kind of device we 
will be accessing. Then the drive number into DUN IT. The 
command value should then be placed into DCOMND and 
DSTATS should be set to 64 for a read or 128 for a wTite. The 
lo/hi bytes of Lhe address of the data buffer are then put into 
DBUFLO/DBUFHl. Next DBYTLO and DBYTHJ should be set . 
if the disk density Is single, then POKE 776 with 128 and 777 
with 0. II double density is needed then FOKK 776 with 0 and 
777 with 1 . DAI JX 1 /2 then gets any device specific Informa- 
tion, in our example this would be the in /hi value of the sector 
number and all lhat remains is to call SIO at $E459. 
Well If ail the info from the above has been absorbed, type in 
Listing 2. This is a rather simple, but well commented, 'read a 
sector and display the contents 1 routine. With a hit of i magma 



Phil Cardwell explores the 
disk drive interface and 
provides information and 
programs that could form 
the basis of a sector editor 



tioo and if you follow the REM statements carefully you could 
convert this routine to form the basis for a reasonable disk 
sci lor editor. 

DISK DRIVE CONFIGURATION 

In 1978, Atari displayed a prototy pe double density disk drive 
at several computer shows, the 815, A company at one the 
shows. Pereom Data Corporation, had seen the prototypes and 
decided a better drive could be built, which would also sell for 
less. Power without the Price again. 

Pereom manufactured single and double sided drives in both 
single and double density, and as they wanted to keep com- 
patibility with the 810 and 815 drives, they rreaied the 'Con- 
figuration Block'. By doing this, Pereom created a standard by 
which all other Atari- com pa Ublc drive nifmu laclu re rs adhered 
to. All that ts bar one, Atari. For reasons unknown, the 815 
was dropped, before it wen hit the market. Then In 1984. 
along with 1 he new XL range of computers came the 1 050 with 
enhanced density, which is somewhere between single and 
double density, and failed to conform to the Pereom configura- 
tion block format, Typical Atari policy of non -standardization. 

The 810 or 1050 drives, to the best of my knowledge, do not 
have a configuration block, or anything resembling it, unless it 
is integral to the soil ware i.e. DOS 2.5. 

A configuration block Is a set of 12 bytes within the memory 
of the drive s controlling microprocessor To read or write the 
conilg block, we use the N' and commands. These closely 
resemble the normal SIO read /write commands, except data 
length is always 12 bytes and no sector number is needed. 
Table 4 shows the meaning of each byte in the block. 

To avoid confusion, the first thing to explain about the block 
is the double byte values. They are in high -byte/ low- byte 
order, the opposite of the normal 6502 practice, because thats 
how the Pereom drive microprocessor operates. Not all these 
values have meaning to all manufacturers, either. Some will 
only allow 2 or 3 values to be changed. 

continued on page J 5 
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UA 10 REM WMW WWX h j fW^HW HMM WWWM H khMW WMMM 
TC 20 REM » DJSK DRIVE CONFIG-UR A T ION * 
HD 38 REM * By * 

ZV 4* REM * Phil Cirdwell * 

GR SO REM »-™-- # 

5K SB REM * HEW ATARI USER - 1998 * 
UG 78 OEM KK* iH KMMMM M MMKKMMMKJt Hil Mj |Ei HMH M 
BF 60 RtM 

VH SO DIM TEMPS C28) , COHFTG£ (12) jCMDS (1) j S 
105 (14} 

GO 100 5IQ$-"h VSB 1 J !IIMI3#":SIO-ADHiSl&$ 

] 

MS 1*0 GRAPHICS ft!? « WW DISK t> RIUE COR 
FIGURATION ##»"!7 -POKE 718 j 0 SPOKE 70* 
,15 

DC 128 7 




[THIS PRI 


3 GRAM HILL NOT FUKCllO'N 


Pf*OPEttLY ON JftH 010 OR 105*3 WI 1 H 


ISUITAbL'l 


E MODIFICATION 



ag no * ;? :? "Enter frrive no* 11 i 

EZ j-40 INPUT B16,DRIUE 

Hft 158 ? "t m 

TG 168 IF Vfllv£<l OR ORIvE>8 OR DRIUEOlN 

Tt&ftlVE) THEN RUN 
UB 179 t. "H *** DISK BRIUE CONFIGURATION 

***";P0KE 710,9 SPOKE 789,15 
PC 100 ? i? "Drive H" j D-RIUE : ? 
up i^o gos lib aie 

tIL 200 IF SIOSTATUS £128 THEN 2S8 

JT 210 * ;? "unable to read Conf igurat ton 

8 I DC k" 

00 £28 7 "Disk Drive Error N M ; SX0STATU5 
HI 238 ? 'Tragran Aborted" 
TR 248 STOP 

CP i&B ? "No, of Tracks 
vD 268 7 "Sectors per track 
go 270 ? "Bytes per sector 
lu 209 ? "Density 



"; TRACKS 
";SPT 
M J BPS 
1 1 ; DEN 5 1 T ¥ 



mm t ft h 



GM 298 IF DEHSITY=B THEN 7 "SINGLE" 

6H 388 IF DEHSIT¥-4 THEN 7 "DOUBLE 11 

MH 310 IF DENSITY Oft AND DENSITY <> 4 THEN 

? "UNKNOWN" 
N0 328 ? "No, Of 

"Step Hate 



IP 338 
E 

»D 348 
00 350 
MI 368 
QH 378 
BE 309 7 
ST 398 * 
KG 400 ? 
ZC 418 7 



"J SIDES 
" J STEP ROT 



"Drive Stitctsd- 
Bi ACIA- 
*' Mi£C4l l4iieOU5- 

:7 "►B 



" ; SELECT 
";ACIA 

";kisc 



Quit PrOgran M 
■*Fl - Chang* Prive Settings" 
"Ml - Change Drive NUMb#r" 

C? "Choice "j ; INPUT »16 ; CHOICE 
VK 420 IF CHOICE "8 THEN EHIT-USR £504843 
€Z 438 IF CH0ICE=2 THEN 118 
OK 440 REM 
OZ 458 REM 

HU 468 REM CHANGE THE VALUES OF THE 
US 470 REM CONFIG BLOCK 
PF 488 REM 
RH 4SO REM 

NB S09 7 ■■*":? " Ed :M Mrt zm J :> J -fl 0-i ^ A * CTrEH ' 

ZZ €10 7 : ? "Hit RETURN to leave i value 
unchanged 11 

CM 520 ? 

EU 5 38 7 "TRACKS - "J i TEMP^TRACKS 

MM 540 GOSUB 75 8 : T RACK5 = TEW 

D¥ 5 SB ? "'Sectors per Track "j!TEJ4P-5PT 

HU 568 GOSUB 7S0 : SPT=TEMP 

FW 579 ? "Bvtes per Sector ";iTEMP=BPS 

NM 508 GOSUB 758: BPS-TEMP 

AL 590 ? "Sides " I ! TEMP = SIDES 

PO 698 GOSIIb 75B : SIBES— TEMP 

WE 810 ? "Density " j ! TE MP —0 E N S T T V 



SIO - Disk Drive Configuration 



MB 628 GOSU0 7^0 ! DEN SI TV -TEMP 

CP 63N 7 

EC 640 ? "Step Rate " ; : TE MP^STEPRATE 

PN 658 GOSUB 75# : STEPR ATE= TEMP 

ka 668 ? "Drive select M f S TEHP^SELECT 

IB 6 70 GOSUB 75ft S SELECT — TEMP 
CO 688 7 "ACTA " I J TEMP^flC Ifl 
FT 698 GOSUB 758 ; AC I A- TEMP 
VM 700 ? "Misc. "j : TEMP=MISC 
HS 718 GOSUB 750 : MISC=TEMP 
KA 728 GOSUB ?&0 

UZ 738 Xt SIOSTATfUS<lSffi THEN 178 

5F 748 ? f? "Enable to Write €onfiguratio 

n Block": GOTO 220 
RE 75ft REM 
RE 768 REM 
Rfc 77ft REM 

LIB 788 ? » C":TEMP^"3 ?";s INPUT j TEMPS 

FQ 7^8 IF LENCTEMPS3 THEN TEMP -UAL CTEMP$| 
ZE 888 RETURN 
OU 810 REM 

ZF B28 REM GET VALUES FR0M CONFIG BLOCK 
OZ B3B RUM 

VO B48 CONFIG- ADR CC0HFIGS1 : ABOR = CONFIG 
NB 850 CM0$- l|i N a *; GOSUB 1138 
UH 868 TRACKS=PEEK Cd0NFIG+83 
HT 870 S TE P R A T E = PEE K CCONFIrj + 1) 
10 B88 SPT = PEEK tCONFIG *2S6 + PEEK CC0NFIG 
+ 3* 

UI aSO SXDES^PEEK CCONFIG+43 *L 
MG 700 DESWTTY -PEEK CCONFIG+53 
NZ 919 0PS = PEEK«eONFtG + 61lt256 + PEEKCe0NFIG 
+ 7J 

ZK 928 SELECT-PEEK CCONFIG+flJ 
UC 938 ACIA-PEEK tCONFIt+91 

NZ S48 KISC-PEEK f COHF IG+ i B3 *266+PEEK CCONF 

IG+11) 
ZP 3&B RETURN 
RG 968 REM 

NH 970 REM PUT NEW VALUES CONFIG BLOCK 

RK 989 REM 

YZ 99ft CONFIG- ADR tC0HFIG$) CADOR-CQNFIG 
GO 1888 POKE COKFIG+0 , TRACKS 
L Z 1010 PUKE C0NFIG + 1 H STEP RATE 
MF 1929 POKE COMFIG+2, INT ESPT/256J 
HM 1810 POKE CONFIG+3, SPT-PEEK tCOHFlG+23* 
25 6 

ZZ 1840 POKE CQNFIG+4, SIDES-1 

¥0 1858 POKE CO RF I G + 0 ? I NT C B PS/ 2 5 01 

CT 1890 POKE t0HFie+7 J BPS-PEEK CCONFIG+03* 

£156 

1970 POKE CONFIG i SELECT 
ZA 1008 POKE CO N FIG f 9 , AC I A 
QJ 1890 POKE CORF IG#18 F I NT SHISC / 256 > 
LE 1109 POKE CONFIG+ll.MISC-PEEKCCONFIG+l 

03*290 

HZ 1110 CMP* = "G ,r : GOSUB 113B 
AH 1129 RETURN 
IH 1130 REM 

KT 1149 REM CALL SIO TO READ/HRITE 
AD 1150 REM THE CONFIG BLOCK 
10 1168 REM 

PF 1170 POKE 76B, ASC C"i"3 
EL 1188 POKE 709 J PRIvE 
NB 1198 POKE 770, AS£CGMIt£j 
EI 1208 POKE 771,120 

01 1218 IF £HDS="N" THEN POKE 7 71,64 

HA 12Z8 POKE 773 j INT CAODR^256) 

VI 1238 POKE 772 # AD D R - 2 56*P EEKC7733 

S0 1240 PUKE 7 74,3 

RY 1258 POKE 775,0' 

0P 126 0 POKE 770 ,12; POKE 777 j 8 

CY 1278 SIOSTATUS-U^RISIUl 

80 1290 RETURN 
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TABLE 1 



DCB LAYOUT 



Localkm 


Hex. 


Dec 


300 


76K 


301 




302 


770 


m 


771 



Label 
DDE VIC 
1H Ml 

dcomnd 



DSTATS 



304 


772 


DHIJFxx 


3116 


774 


DTIMxx 




776 


DBYTxx 


3flA 


77B 


DAUXx 



l)ru.-riptt»Ji 

The type (if device to access, See Table 2 

fur device ID'S 

Disk drive number (1 - J I 

The operation command, In rnosl cases 

the value here will have an ATA SCI I 

equivalent Refer lo Table 3 

Double use: (1) Before calling SIO t it is 

used to indicate the direction ur data. A 

value of 64=receivi: data, 12* -*cnd data 

(2} Alter the SIO operation, carries the 

Status code 

Lo/Hi byte address uf da la buffer to read 
from/write to 

La/Hi bvles of lirneoul value. SIO waits 
This matly seconds before giving up 
Number of bytes to transfer. (128=Single 
density., 2S6=Double density) 
Device specific in Tor mat ion is stored 
here* such as the disk sector number tu 
access 

Note: xx = a twu byte address 



SIO 



CONFIGURATION 
TABLES 



TABLE 4 



DISK DRIVE 
CONFIGURATION BLOCK 



Offset 



No. Of 
Bytes 



IV si- ri ion 



TABLE 2 



Device 

Disk drives 
Printer 
RS-232 Ports 



Identification Values 



IJI-D4 
P 

R1-R4 



49-52 
64 

80-83 



$31 -$34 
$40 

$5U-553 



+0 


1 


Number ofl racks 


+1 


] 


Step Rate 


+2-3 


2 


Sectors per Tracks 


+4 


l 


Number or Sides/Heads 


+5 


1 


Density 


+*-7 


2 


Bytes per Sector 


+8 


1 


Drive Presenl 


+9 


1 


Serial Rale Control 


+111-11 


2 


Miscellaneous. 



TABLE 3 | 


sic: 


> COMMANDS 




Command 


Value 


AT ASCII 


Download 


32 


space 


format 


33 


r 


Put {Nu verify) 


80 


p 


Read spin 


SI 


Q 


Kead 


82 


R 


Status 


K3 


S 


Read Address 


84 


T 


Motor On 


KS 


i 


Verify Sector 


96 


V 


Write (Verify) 


87 


w 


Note: Sec text aboul additional disk commands. 





TABLE 5 



US Doubler 
Sample Configuration Block 



Offset 


Description 




Value 






+0 


Numher of Tracks 


40 * 


+1 


Step Kate 


1 * 


+2 


Sectors/Track Hi 


II * 


+3 


Sectors/Truck Lo 


IK 26 


+4 


[Number of Sides 


0* 


+ 9 


Density 


m 


+4 


Bytes/Sector Hi 


1/0 


+7 


Bytes-'Seclor Lu 


0/128 


48 


Drive Present 


55 * 


+9 


Serial Rate Control 


0 * 


■ Ml 


Miscv'Reservecl Hi 


II* 


+11 


MiseJReservcd Lo 


0* ' 



Note: An asterisk by the iuIuc indicates ihe byte is unused 
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LIB 18 OEM MMUHH HH H HMMJ tK MMMKMM I f KHME M*** 
KS 2ft PEH * 5IO SECTOR ftEAD PROGRAM » 
HB 30 REM H #|| * 

£V €8 REM * Phil Car4w£ll * 

Gft 5 8 REM * - — # 

SK ftfl REM * HE H ATARI USER - 1^98 * 
UG 78 REM HM HHH WK W HM MW-fc t-WMM Kltltl i N KMHH HKM 
Of 68 REM 

FO 109 REH * Assune w will work witk 
TH llfl ftEM 4+ drive ttl and dpnsittf is 
E1Q 126 REH # single, i.e, =1 
03 158 REM 

WK 140 DIM BUFFER $ <256 J ,5105 [163 
us ise 5Eo$=-h VtggH JTEHVHS+'- 
GU 17B DR1UE-1 
GC 138 DENSITY-* 
RC 13* REM 

SC egg REM * Force a READ cotmantf 
OP Z18 REM 

Nl> 228 OIM CNDS (13 : Crt>5="B" 

JC 230 ? "What sector display"; 

PG £40 INPUT SECTOR 

OK 25ft REM 

260 CEM # Call 51© routine 
RB 278 REM 
UP 2S8 GO SUB 568 
BF 211* REM 

DL 3ft*f rem * Display sertar 
HQ 310 REH 

CD 328 GRAPHICS 0 I POKE 718, 8 SPOKE 789,15 
RC 33R * "Drive tJ M s: DRIVE ; 11 Sector Ha, «; 

SECTOR j " 5tStUS = "jSI0ST^I |J*> 
DO 348 ? 

AH 3 SB FOR LIHE-0 TO V«12B-1 STEP 8 

OU 35Q GYTE=I_INE S GOSUH 518 ; 

EM 370 FOR CNT=8 TO 7 

RD 3 B8 B VTE-PEEK CADDR + LXHE + CMT J : GO SUB 5lG 



■ <g it ii * 



HH 338 HE H T CUT 

frZ 488 FOR CHT-0 TO 7 

418 BVTE = PEEK CADDR+LIRE t CHT 3 

MB 428 IF 6YTE>1Z7 THEN BYTE -B VTE-120 



DO 430 * CHU$ C27J J CURS tflYTEl J 

MO 448 HEKT CHT 

CR 458 f 

EU 460 RENT LIKE. 

CU 478 ? 

HO 40 8 GOTO 238 

MB 4 ? 8 RE M ■ .■■-■^■■■■■■■■■* PPrvPP iK P iq. PP 

GI SOO REM DEC TO HEX CONVERTER; 

MR 518 TRAP 538 

EZ 520 DIM Htt£ E16I : Htf£ - ,, 812345fi78^flBCDEF M 

JA S38 TRAP 48090 

tT 540 Htf"INT«YTE^161+l! ^ HK$ CHH * HH3 ; : HK 

= BYTE^16iiMH + 17S? HK$ CHH , HM> J 

ZL 53e RETURN 



568 

sv» 


REM 
REH 


1 


DISK SECTOR I/O ROUTINE 


1 




REM 


I 




1 


590 


REM 


1 


variables : 


1 


680 


REM 


t 




1 


610 


REH 


1 


sec rup = sector nimber 


1 


628 


REM 




DRIVE = drive nunber 


1 


630 


REM 


I 


ADDR - buffer address 


1 


648 


REM 


1 




\ 


658 


REM 


1 


DENSITY" 1-S ingle 


1 


66 8 


REH 


1 


2-Double 


1 


678 


REM 









US 68ft POKE 7&0, ASC f"± M l 

MF ft« POKE 70 3 , DRIVE 

HZ 780 POKE 770,ASCCCM0$9 

GO 718 POKE 7 71 p 1£&! REM 0SSUK0 read 

YH 720 IF CMDSz-'R" THEN POKE 771,04 

HU 738 POKE 773 , INT C ADDR/JS63 

DE 740 POKE 77Zj. 6*P EEK C773J 

MR 758 POKE 774,3 

LP 760 POKE 775^0 

PR 778 POKE 77fr«128;P0KE 777,8 

MM 7ftO IF DENSITY=2 THEN POKE 776,0; POKE 
777*1 

HI 790 POKE 7^,rMTESE£TOR/2561 

00 000 POKE 77tf, SECT0R-256»PEEK f 77W 

GA 810 S 105 T A Ttl S - US R C AO fit SI 0*15 

ZI 020 RETURN 



Listing 2 - A simple 'get sector' routine 



The Step Rate controls the speed of the drive's head stepper 
motor. There is no universal meaning to this value, a case of 
different manufacturers - different values, This also applies to 
the Serial Rate Control and Miscellaneous values. If altered 
though some drives may remember them, and others ignore 
them. 

Altering the value of Drive Present aeti as a soil ware drive 
disable, as Far as the computer is concerned. 

Number ol Tracks. Sectors per Tracks Bytes per Sector and 
Density should all be self-explanatory e though Density will 
read only O-Single or 4= Double, 

To amend the configuration block, type in listing I . This 
displays the contents of the configuration block and allows 
changes to be made. The masochistic types may wanl to iry 
and And out. what values their drive will accept , and if they 
ignore the value or not. This program will MOT work on a 810 
□r 1050 unless they have an internal modification, 

A sample conligun^imi bin* k wiLh Lhe values returned alter 
an SIO request is shown in table 5. This was taken from I CD's 
US Doubler, as it Is a popular modification, and conveniently 
demonstrates how T the values can vary. Firstly note the values, 
that are not used, particularly the thrive Present flag (which if 
altered, does turn the drive off). Also a small problem which ] 
encountered and can't provide an answer to. The configuration 
table shown w r as taken from a drive that was booted up on a 
double density disk, yet the Density values returned, show Lt 
lo be 128 byLcs per sector and gives a single density. Anyone 
who can explain this please let me know. 

That's about it for this exploration of SIO, Some of the 
information may be a little advanced or obscure but if vou 
study the programs as well as the tables, it should all become 
clear. 



A T TENTtON XL/XE and ST USE RS! 

a Mega REMOTE CONTROL JOYSTICK SVSTEM for YOUR computet! 

Ha leads, 34 fool reng*! Control your computer from the comfort ol your Tavourlle 
armchaiH Suitable for any computer that uses lhe Alsri contiqjuratl on |oys1ricfc 

polls: STflCUXETAMIGA CE4 etc. 

REDUCED DURING OUR SUMMER SALE - WAS £2199 - HOW AN UNREPEATABLE 
BARGAIN AT ONLY £14.99 (plus E3 P&P) 

SUPERIOR SOFTWARE FOR THE ATARI XL/XE 

KASS-KOPV: coptes commerciaE casselle games plus rest load option: £9,95 (C) 
programmers PACK: all the utilities ne«S«i to produce XUXE games; E9.95 [D> 
COPYIST; compilation disk ol useiui copy utilities and much more; £9.95 (D) 

Orders over £25.00 - claim your FREE KL KE game worth at least £3.95 Irom; 

Disc - ZORK Ilk SUSPENDED, ATARI PAINT, 221b BAKER STREET, 
GEMSTONE WARHIOR, TRIVIAL PURSUIT, Tape - BATTALION COMMANDER 

IN THE EVENT THAT DEMAND OUTSTRIPS STOCKS, AN ALTERNATIVE WILL BE SEWT 

Make orders payable to SOFTSCAN. Please add £1.00 lo software orders lor P&P 
Cheques/POs to: SOFTSCAN, PO SOX M, HEREFORD HR4 ^VtJ 
Acces.fi/Visa orders: Telephone! 0432 



MIDIMASTER 

Interested? 

Read John S Davison's review in 
MAKING MUSIC 
this issue 

Please telephone for currrent availability 

0785 213928 
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THE 



raw 




Welcome to another Tipster column in 
which we have a number of answers 
for the cries of help from the last issue, 
an encouraging response from all of you 
for which the Tipster gives his thanks. Also there is 
the promised map for Blinkijs Scary School 
togettier with a complete walk tfvough. This issue 
sees a transitional Tipster column with the Tips- 
ter's role being taken over by guess who? Next 
time round we should have a full time Tipster hack 
again so make sure you start him off well with a 
good helping of hints, tips, maps and solutions in 
response to this issue* 
See you next time, meantime here we go .... 




AIRSTRIKE II 



We are starting off with these comprehensive play tips frnm 
Adrian Graham of Co. Wick low, Ireland who says that the 
secret is to learn to fly your craft- skilfully. To shoot rockets 
leave a bit of space behind you to reverse and tease the 
rockets out. If the bombs falling from the ceiling are bullet- 
proof then pause the game till they move to a different 
position, then fly round them. 

If the doors in the girders are too difficult to shoot, pause 
the game. Bombing fuel and ammo trucks is tricky some- 
times. Be careful on harder levels because then the ammo 
trucks fight back. Going through tunnels requires skill as 
your fighter will disintegrate at the slightest bump, They 
don't make them like they used to! Moving mouths of caves 
can be beaten by pausing the game. You stop moving but the 
cave mouth does not stop. 

Shooting defenders must be shot dead centre. Their bullets 
can be shot too. The odd things like two square* held by a 
rubber band can be removed by getting yourself in a safe 
place and pausing. They keep going past you. 




Prom Paul Adams, of Birmingham comes this complete guide to Blinky's Scary 
School - a full run through of the game with a map. Be warned this is the 
whole solution and it can spoil the game so only go as far as you need. Thanks 
to Paul for the most professionally submitted map and solution The Tipster has 



ever st:on. 
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A CORNUCOPIA OF TIPS 

from Lee Golclough, just down the road in Tam worth. 
There has to be something here for everyone! 



WARRIORS OF RAS 

Create o new character In the Dunzhin and play him till he's 
around 10th level then transfer him over to Kaiv and use this 
character to play. It will be much easier. 

HEAD OVER HEELS 

To get past the robots wearing jet packs run up to the last wall 
and wait. When the robots are really close, run right and when 
he changes direction, run forward. You'll get past him without 
trouble. 

ASTEROIDS 

When there are only 1 or 2 small asteroids left, thrust up to the 
fop r gnt hand corner and wait. When a saucer comes, shoot it 
either direct or using the 'wraparound' effect. Doing this a few 
times will bump up your score a lot. 



MISSILE COMMAND 

Press CONTROL-C and you will start on level 5. Also, pressing 
CONTROL-Z a few times occasionally gives a surprise. 



Remain stationary and keep shooting. This will build a 'tunnel' 
into which the centipedes will fall. 



On screens d onwards all the Pods will be in the same place 
at the start of the screen. Move in close and smart bomb You 
get points for the pods and the swarmera inside them. To 
destroy swarmers, get in behind them and follow them closely. 
They won't turn round and they won't fire back, a baiter Is 
after you and you only have 1 or 2 aliens left, go after them 
and ignore the baiter You don't hove to shoot him. If you 
have 1 humanoid left and are close to levels 5, 10 etc. then let 
a lander pick him up. shoot the lander, catch the man but 
don't put him down. The landers get quite frantic about this 
and can be picked off easily. 

TWILIGHT WORLD 

Tho solution to the first half of Trick or Trap is: Get blue key - R - 
D - get green key - L - Qst blue key - R - R - D- get blue key - J ■ 
left all the way - get green key - U - R - R - R - R - get blue key - 
U- get blue key - R - get green key ■ D - R ■ D - get blue key - U 
- R - D - get blue key - U - R - U - L - get green key - R - D - R - 
get blue key - R ■ get blue key - J - L - get green key - D - R - D 
the rest is easy! 

The solution to screen H. Grid of Iron Is: Get orange key and 
go left, open orange door, get green key. go up, get orange 
key, go left ond open orange door, go left to finish! 

These are the only major problems in Twilight World, the rest is 
relatively easy. 

Well done. Lee, what a lot of help for everyone! 



START - STEPS ■ SCROLLING ALONG 1 - FLOUR POWER (TAKE) - 
SCROLLING ALONG 1 ■ PILLARS - FLUSHED WITH SUCCESS (TAKE) - 
IN A JAM ■ CREEPY CRAWLIES - PHEW DE COLOGNE (TAKE) - 
CREEPY CRAWLIES - RED HERRING - FROG - FLUSHED WITH SUC- 
CESS - WINDOWS - LEMON AID ■ DES GREATEST HITS - TOILET - 
SCROLLING ALONG 1 - STEPS - CAULDRON 1 (DEPOSIT FLOUR AND 
COLOGNE) - STEPS - SCROLLING ALONG 1 - PILLARS - FLUSHED 
WITH SUCCESS - IN A JAM - CREEPY CRAWLIES - RED HERRING 
(TAKE) - FROG - FLUSHED WITH SUCCESS - WINDOWS - LEMON AID 
(TAKE) - DES GREATEST HITS - TOILET - SCROLLING ALONG 1 - 
STEPS - CAULDRON 1 (DEPOSIT RED HERRING AND LEMON AID), 
BUNKY WILL NOW FLOAT UP TO THE NEXT LEVEL CAULDRON 1 - 
PLATFORM - HANDS THAT DO DISHES ■ PLATFORM - SCROLLING 
ALONG 2 - PLATFORM - HANDS THAT DO DISHES - PLATFORM - 
STAIRS - EYE OF NEWT (TAKE) - HERMAN HAGGIS - BALLOONED - 
WASPS - TIMES SCONE BY (TAKE) - PLATFORM - SKYLINE - BY GUM 
■ SKYLINE ■ AIR TODAY (TAKE) - SKYLINE - BY GUM - SKYLINE ■ 
PLATFORM ■ PLATFORM - SCROLLING ALONG 2 CAULDHON 2 
(DEPOSIT EYE OF NEWT, SCONES, AIR TODAY) ■ SCROLLING 
ALONG 2 - PLATFORM - PLATFORM - SKYLINE - BY GUM (TAKE) - 
SKYLINE - PLATFORM ■ PLATFOHM ■ SCROLLING ALONG 2 - CAUL- 
DRON 2 (DEPOSIT BY GUM). GO TO HAVE YOU SEEN THE LIGHT" 
(TAKE) - FLUSHED WITH SUCCESS - IN A JAM - PHEW DE COLOGNE 
- FLUSHED WITH SUCCESS - CREEPY CRAW LIE - WATER - CEMET- 
ERY • HOW ALARMING (TAKE) - GO TO BEDROOM - JUMP ON THE 
PLATFORM ABOVE THE BED AND THE ALARM CLOCK IS ACTIVATED. 
GAME COMPLETED. 




TURN THE PAGE 
FOR 

POTHOLE PETE 



HAWKQUEST 



Simon Williams has also just finished the cassette version 
of Hawkquest and provides this cheat for those of you who 
can t get through to the end and desperately want to see the 
end game screens. 

Load up the 'End Screen and Animation tape' and type 
ABLTXYZZHA which is the code made up from all five levels 
(AB)(LT)(XYKZZJ(HA) 



AND THE WINNER IS 



It was a hard decision this Mine with a few people 
pitching in wifh a lot of help but the prize of the FIVE 
ATARI ROM CARTRIDGES goes to Philip Murphy fur 
Pothole Pete and a lot of other hints. 

This time round <i really weird prize ~ A SET OF AIR 
DRUMS. What? Great fun these, si couple of drum sticks 
that you just hit nothing with to create a myriad of 
drum si uinds, a hit hard to explain but great fun to play 
with fthe batteries are already run down!). If you want a 
weird prize, get those hints and tips in now! 

LEE NElJiON still hasn't had his videos from the last 
Tipster because we tost his address when the old Tipster 
tippled off. Get in t&uch Lee and we' it send those videos- 
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POTHOLE 
PETE 

An almost complete g&me guide comes from Philip Murphy, Co. 
Cork, Ireland for this game. Philip has been playing this tor 
quite a whiie. 

Level 1: Stand beside toadstool Jump over toadstool as 
spider begins his run to the right and then jump again as he 
returns. Climb down the ladder. Jump over the toadstool and 
collect the dynamite. Quickly run off the platform and fall onto 
the ladder, Jump over boulders, When scorpion begins its run 
io the right, jump over the toadstool and jump again over the 
scorpion. Watch the poisonous Ivy. Get as close to the wall as 
possible and drop the dynamite. Don't move. When the wall 
explodes walk through you are now on level 2. 

Level 2 : Walk off the first two platforms. When bats are 
flying to the right, fall onto the bottom platform and jump the 
bat. Jump across and get the dynamite and then walk off the 
platform and wait. When the lower bat comes, jump over it and 
keep on jumping until you get back up where you started. When 
the bat flies to the right wait beside the toadstool and jump the 
bat and the toadstool at the same time. Drop the dynamite 
beside the wall and RUN through to level 3, 

Level 3: Climb down the ladder and watch the bat. Walk 
to edge of platform and jump slightly behind the bat as he flies 
in the same direction. Collect the dynamite and jump back 
across and climb up the ladder. Run down Che platforms avoid- 
ing the bats (in some cases the top bat get stuck on the ivy). 
Climb down the ladder. Jump over toadstool and drop dyna- 
mite. When the wall explodes walk through to level 4 F 

Level 4 : When bats fly to the left, keep your finger on fire 
and you will keep jumping. Jump across to small platform and 
then across again and stand beside the toadstool When the bat 
flies to the right collect the dynamite, wait for the bat to pass, 
then jump across to small platform and jump and then run 
across the top platform and drop the dynamite beside the wall 
When the wall explodes walk through to level 5. 

That should keep you busy for while someone else can fate 
over from there! 



MILK RACE 

Stay in 1st gear all the time as this keeps you at a 
good speed and also saves you energy. Never ride 
right at the edge ot the screen as you will easily crash, 
stay nearer the middle if possible. 

SCREAMING WINGS 

If you want to go on a few levels, then start the game 
as normal and when the large plr^ne comes on, don't 
shoot it but dodge it and keep dodging it- The screen 
will keep scrolling to the end of that level. You can 
keep doing this through all levels. I reached level 61 
and then got bored. 

Thanks to Dean Chadwick for these two tips 



Here's some more from Philip Murphy (see the Pothole 
Pete solution) 

DRAGON US: g o to a room which has a Morph 
slab with a rat running across It, Leave the rat to drain 
your energy, and as he is almost about to touch you to 
drain your last drop of energy, pull down on the joystick 
so that yon will turn into a frognewL When you return 
back Into Frognum your energy level will be Oat but you 
will still be able to kill everything without being killed 
yourself. You can now walk through all the nasties - 
except the Tyrant Beast! 

ZORRO: This might help with Eric Foley's prob- 
lem, don't collect the bafJs of money (just in case) 
because if you get killed in the jail you will be thrown 
back down into the graveyard. Forget about the short- 
cut with the barrels. Go up through the ladder beside 
the icons and cany on the game the way Stephen 
Garbett explained in Issue 43. 

POLE POSITION: If you are having trouble 

with finishing the 8 laps because of the comers in the 
road coming too fast put a book or weight on the space 
bar and everything will slow down. This tip also works 
on many other £ames! 

In return Philip needs HELP on ROCKFORD 

where he is completely stuck on the 9th screen (the first 
of the cowboy screens). Apparently they leave you 6 
coins short. What's the answer? 

HELP WANTED 

Paul Cole ol Stanhope, Ashford has finished ALTERNATE 
REALITY - THE DUNGEON, buL is extremely frustrated by (he 
fact that he still does not know the Gargoyle s name. Can 
anyone help him? 

Darren Chenery wants putting out of misery with some help 
on playing BpT. PHONE HOME luh.1 BATTLEZONE, 

And of course there are lots more folks wanting help on all 
sorts of games, so if there is something you have discovered 
that hasn't yet appeared In The Tipster column send It in to 
help others ouL 

Send your hints, tips, mops and solutions to 

THE TIPSTER 
NEW ATARI USER 
P.O. BOX 54, STAFFORD, ST16 1DR 



A TIPSTER EXCLUSIVE! 




Every reader sending in a NEW hUtt + 
tip, cheat or map will receive THE 
TlPSTER s unique badge h whether the 
contribution is used or not. The only 
qualification Is that the tip must not 
have been used before in this column 
1 1 apphig pB£cs out of old Atari User 
mags doesn't count either!:), Plca.sc 
note that we cannot indicate whether your hint or tip will appear in a 
future Issue - it might, it might not - depends what the Tipster had ftr 
dinner when he conies to type up the column. 
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PERIPHERALS & ACCESSORIES 



FLjOFPY disk drives 






MONITORS 




1 



in 



JOYSTICKS 




_ ■ 




SCANNERS 




PRINTERS 




DISK 



ROBOTICS 



PLUS MUCH MORE! 

SEND FOR YOUR FREE PRODUCT GUIDE! 



A MUST FOR 

ALL ATARI 
ST OWNERS! 




If you own an Atari ST, then you will not want to miss 
the FREE Atari £T Product Guide from Silica Shop, This 
48 page, full colour guide is packed with details of 
peripherals, accessories, books and software for the 
Atari ST range of computers. In fact, the 1990 Atari ST 
Product Guide is the most comprehensive product 
handbook available for Atari ST owners. Not only does 
the Product Guide provide an invaluable source of in- 
formation to Atari ST computer users, it is available ab- 
solutely FREE OF CHARGE! Just complete and return 
the coupon below for your FREE COPY ! In addition 
to ALL Atari hardware, the range of products featured 
in the catalogue includes: 

PERIPHERALS: 



Robotics 

Hard Disk Drives 

MIDI/Music 

Monitors 

Printers 



Clocks 

Emulators 

Modems 

Mouse controllers 
Scanners 



Sound Digitizers Sound Samplers 



Floppy Disk Drives 
Graphic Tablets 
Modulators 
Plotters 

Scientific Equip 
Video Enhancers 



ACCESSORIES: 



Cables 
Disk Boxes 
Monitor Access 
Printer Labels 
Stands 



Cleaning Kits 
Dust Covers 
Mouse Access 
Printer Paper 
Upgrades 



Disks 
Joysticks 
Power Supplies 
Printer Ribbons 



BOOKS: 

ST Dedicated 68000 Processor General Computing 

SOFTWARE - ENTERTAINMENT: 

Arcade Games Compilations Advanced Sims 
Sport Sims Adventures Board & Strategy 

SOFTWARE - PRODUCTIVITY: 

Art & Graphics Accounts CAD 

Communications Databases Desktop Publishing 

Education. Chi Ids Music Programming 

Spread sheets Utilities Word Processors 



SOFTWARE & BOOKS 




ARCADE GAMES 




ART & GRAPHICS 




EDUCATIONAL 




MUSIC 




& STILL MORE! 

RETURN THE COUPON NOW! 



COMPLETE & RETURN 

THE COUPON FOR YOUR 




OF THE 1990 ATARI ST 

48page PRODUCT GUIDE 



FROM SILICA SHOP - THE ATARI SPECIALISTS 



Siltca nro lh« UK's Np 1 Alriri Sprtci;iliM$. Wa have Dfrfril 
ss-afii shred 1o r war 1 2 yea/a, and have an annual turnover 
pi £1Q mil 1 inn. Willi di.jt expenen--n rind rcxpiarlixa, we £fl.n 
claim Da *neet aur customerB requirements with an 
pnp^fsignding wh^:h is snr.Linri to ngne- rlnn I ; usl l.kkfc 
our word tar IL Complete and return trie coupon tar our atest 
free lirera'ur* rnnd hpCj r 1p experience the "Silica Serv -n" 



MAIL ORDER: 1-4 The Mews, Hrtkrfey fld, Sidcup, Kent. DAM 4DX Tel: 011-309 1111 

□rctar Linda Opan Uan-Sirl □ CC air 6/MDm No Lab Mi ght Opening Fax No: 06 1 339 3DDH 



LONDON SHOP: 

□paring Hotini: 



SIDCUP SHOP: 



52 Tottenham Ccurt Ftaad, London. W1P 0BA Tel; O71-&80 4QO0 

Wan-Sal B30flrn-SOapm Lite Might- Thursday unhl Spm Pnn Nk Q71M3 *77? 



' 4 The Views HCither-.ev fld. Sidcup. <mr. 4DX Tel: 081-30? 88 n 

Uan-Sal DOCar :-.3dnm Lib Niqht *-nd*t -jnlll 7pm Fax Nh Ml" 



B LiaiN ESS/EDUUIIDH: 1-4 The Mem, Hath-r ey fld, Sidcup, Kent Dflii 4DX Tel: OB1-303 D8»6 

ardor Linos Opcr Man-Re! EUKum 6.00s m C-c-sbd :>n SaUrcayi Fax Noc OQI-9UU 



To: Silica Shop, Dipt PSIX 1090-31, 1-4 The Mews.. Hatherley Rd. Sidcup, Kent DAI 4 4DX 



I 
I 
i 



MrVMre^Ms: ... 



Addrwsft; 



Initials: 



Surname: 




SEND ME A FREE ST PRODUCT GUIDE | 

: I 

Erniiri inn inn nan i iinri nen inn ni;ri ■ 1 ■ rn a ■ ■ i i i ■ ^ 

• LI I JILL ...INJ.LI IJiLI ■ J ■ L I UiLI IJdLLI J JILI IJILI IJai.1 IJ 

I 



Postcod-e: ... T*h 



Ulcfo cofliputerfsk do voi* own? 

EAOE - AtfH4rti«J friQH ind ipKttcnroi Hp cnyn-jfl fAtao i&i.r ro l ad (or 11-4 Ikosi '^TMiiCfl. 



Fiction 



THE 




People generally buy a mlcro-com- 
puter for one of Lwo reasons: en- 
tertainment and a hobby or to use 
in making routine tasks easier. There is a 
third reason, because everybody else has 
one, hut people who buy one because of 
this generally are the ones who bought a 
microwave and Mill use il juM to bml 
water for their instant coffee eight 
months later. Some technological wizards 
In this elass even advance so far as to 
use the clock to rime the cookies they arc- 
baking in the conventional oven, but they 
are few and far between. 
The computer's ability to make labor- 
ious tasks so much simpler and speedier 
is one of its major accomplishments. It 
you have a large collection of virtually 
anything, a computer will become indis- 
pensable after you try it for record keep- 
ing- Musicians are discovering what an 
ST will do to simplify their lives and even 
give them additional means of self- ex- 
pression. Writers who used to use a type- 
writer wonder how anything ever got cre- 
ated given all the limitations they now 
realize it has compared to a computer. 
Business would come to a virtual stand- 
still today if deprived of them. 

Lt is hard to believe that we are just at 
the beginning of the many marvellous 
things the home computer will provide 
people with in the coming years. As a 
matter of fact, If technology pertaining to 
computers continues to accelerate at a 
greater pace every day as It has been 
doing for the past few years, even science 
fiction writers will be unable to predict 
what these electronic bean counters will 
be capable of 50 years from now. 

IT'S SUPPOSED TO 
DO EVERYTHING 

Given all this, why does the computer I 
have provided with a home not fulfil all 
my expectations? 1 didn't buy an Atari to 
enable the Tramiel family to purchase 
more things to win the contest that de- 
clares The boys with the most toys wto\ I 
bought ihe miserable thing to make my 
life easier. I took it home, set It up 
according to the instructions In the 
manuals and only then discovered I 
might as well devote half my remaining 



a story 
by 

Gordon F« Hooper 



life-span to learning how to force it to 
[hake my life easier and increase my lei- 
sure hours. Except that all my leisure 
hours in the foreseeable future would be 
spent trying to master a collection of sili- 
con and integrated circuits that doesn"1 
have an iota of conscience. 
Finally I realized this machine wasn't 
like a vacuum cleaner where you could 
read Ihe instructions, experiment for ten 
minutes and then suck up all the dirt 
within range of the extension cord. My 
dirty magazines and videos excepted, of 
course, No r this malignant monster I had 
brought home of my own free will was 
going to demand my working hours plus 
whatever time remained in a 24 hour 
period, Whenever I dec ride ihat lm not 
required to learn every insignificant de- 
tail of the computer, 1 might be able to fit 
some sleeping time into the day The 
problem Is that the miserable machine 
intrigues me and I want to learn every- 
thing 1 can about it. Believe me, you have 
to be a rnasochist to want to know that 
POKE 65,0 turns off I/O noise. 

ERROR? WHAT 
DOES THAT MEAN? 

Today I was using a word processing 
program to write this article. I booted it 
up and got an error 140. Hmmm. Never 
saw that one before, A quick check of my 
manual reveals "Serial Krarne Error - Bit 
7 of SKSTAT in the POKEY chip is set. 
litis means that communication from the 
device to the compuler is garbled. This is 
a very rare error and it is fatal." Fatal? 
What the hell does that mean? Whatever 
it means, the word 'fatal' brings to mind 
that somewhere along the line this is 
going to cost me money I was going to 
spend on something frivolous, like food. 
Trie manual then goes on to say (when I 
get enough courage to read further] , "If it 



occurs more than once, have your device 
or computer checked". It occurred four 
times, because I didnt believe it the first 
three times. Now I do. 'You can also 
remove the peripherals one at a time to 
isolate the problem". Great idea. Maybe 
Til trace it to (he hard drive that relieved 
me of $999.99 (plus tax and extended 
warranty) yesterday. 

Hut God takes pity on me. She {the ol 
Gordo ain't no chauvinist, ladies] leads 
rue to discover that one of my cables is 
kinked and straightening it out solves 
Lite problem. Ton bad I caiVt straighten 
out my disturbed mind as easily, then I 
wouldn't have to be apologising to 
females all the time. The only problem 
left now is I'm so shook up that me and a 
bottle of vodka are going to have a heart- 
felt meeting, so there will be no more 
writing today. See what I mean? If 1 still 
had rny typewriter, this article won Id be 
in the mail and I could have started typ- 
ing something that would pay real 
money, like blackmail letters or tele- 
vangellsm speeches. 

HOW DO YOU 
STOP THE THING? 

A friend of mine who works as a 
machinist now uses a computerized lathe 
to fabricate air norales for use In the 
navy, lt can machine tolerances a lit Lie 
more accurately and at a faster speed 
than he used to be able to do manually. 
No problem tie re, you say? Sounds like it 
made an improvement? Maybe so, except 
he had to take a six- month training 
course to learn how to operate a < ompn 
ter and how to program it. Now tie goes 
to work, writes a program to manufac- 
ture the nozzles to the required dimen- 
sions, loads the lathe with the tools re- 
quired, watches the machine to make 
sure there are no snafus and then goes 
to the garbage can to pick out the com- 
pleted nozzles so he can de-burr them. 
Nobody can figure out how to stop the 
computer from 'dumping finished product 
along with the waste or to finish the job. I 
get the feeling if he had spent all that 
time just working on a lathe making noz- 
zles, ihe navy would have them coming 
out of their yin-yang by now. 
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DISK BONUS 



WHAT IF THEY 
TAKE OVER? 

The next major advancement in compu- 
ters is likely lo be artificial intelligence. 
Now that sa truly frightening thought, 
because when you consider how fast 
these things progress, we II probably 
have Al In home computers in the fairly 
near Future. Our computers now are as 
stupid as the Chilean government spoke- 
sman who explained we should still eat 
their fruit because it was only slightly 
contaminated with cyanide. Today they 
only lock up. or crash, or simply send 
our most important flies to the mun 
chkins in the land of Oz. Can you im- 
agine what a computer with AI will do 
wit li the program you ve worked on for 
six months? You know it will use its 
creativity to ensure that the novel you ve 
been typing tor the last year couldn 1 be 
retrieved by the latest version of the Cray 
Supercomputer. 

Try to think, without breaking into 
tears, what it will do with all that infor- 
mation you d rather the IRS was a little 
hazy on. You can bet your last byte of 
RAM it will figure a way to zip it out 
through your modem to the Feds. You 
won t know anything about it until the 
long-distance bill arrives, personally deli- 
vered by the guy with a pair of cuffs 
who s fioin^ lo cseort you to your new 
home for the next ten years p less time oil 
for good behaviour. Try to remember be- 
fore you leave that while il may have 
artificial Intelligence* you as a human 
have the real thing, plus the hands to 
shove a stick of dynamite up its serial 
portl What makes that even sweeter is 
the mind-saving sense of irony that 
:h.]]i>ws you to enjoy doing it. 

GOT A MATCH? 

It turns out that, as in most human 
endeavours, the things you do to save 
Lime actually do save it, except they open 
up so many new possibilities that you 
end up with less time than you started 
with. But then, of course, you can always 
light the dynamite! 





A graphic arcade adventure 
in machine code by Bill Hal sal I 




■ ve just been Iv^ed t>y the aroge 



Slip back in time lo days of old when knights were bold and ladies 
had to be won. In this graphic adventure trilogy your quest is 
to prove yourself by returning the gold to the mantelpiece then 
claiming your bride, 

Your task will not he easy. Nasty dragons and other beast ies will 
bar your way. The good news Is you can reincarnate yourself. The 
bad news is so can the baddies! 

Are you up to it? Can you unravel the puzzles? Can you recover 
the treasure? What is the secret of the yellow door? Do you really 
want to get married anyway? 

All this and more will he revealed by plugging in a joystick and 
booting up Side 2 of the issue disk! Playing instructions and 
cryptic clues are provided on screen. Bon voyage! 



This excellent adventure is the BONUS on the Issue 46 disk. 
Disk subscribers will receive their disk with this Issue but 
other readers may purchase the Issue disk separately for 
£2,95. Use the order form on page 54 or write to PAGE 6, 
P.O. Box 54, Stafford, ST16 1TB. Telephone orders by credit 
card accepted on 0785 213923 
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XL/XE PROGRAMMING 

ALTERNATIVE INPUT 



Did you type in GUESS AND COUNT from Issue 44? 
Well I did and it turned out to be a very nice program. 
My children also enjoyed it, but were arguing a lot. 
accusing each other of taking too much time to enter their 
words. This is caused by the proj*ram offering the players the 
possibility to take as much time as they want to enter words, [r 
means you can keep your opponent waiting for hours, while 
you can do as much thinking as you like. 

The cause of the problem is the INPUT statement in Atari 
Basic which causes the program to stop until input from the 
keyboard is received. I decided to think about creating an 
alternative method for the INPUTstatement, which should be 
able to build in a certain time limit in Guess and Count and 
similar programs. Aithough I tried to create such a routine 
before, 1 never succeeded. All my attempts failed, always find- 
ing that it was was absolutely impossible using INPUT or GET. 
These statements are just not usable for the aim I had, be- 
cause they cause the computer to w T ait for an expression to be 
entered (INPUT) or a key to be pressed (GET]. During this 
period the computer cannot execute other routines in Basic, 
for example running a countdown while the players enter 
words. 

There are some Basic programs using a countdown routine, 
like COMPUTER COUNTDOWN in ATARI USER No. 8 (Decem- 
ber 1985) but none of these programs satisfied me, because 
Lhey are easy to cheat while playing and in fact they do not use 
the countdown routine while the player enters a word. 

After a lot of thinking 1 finally found a rather simple solution. 
Which anyone can understand and build into their own Basic 
programs. 

THE SOLUTION - ADDRESS 764! 

This address holds a number which is the code of Lhc last key 
pressed. If no key is pressed, rtie code is 255. This can be 
easily used in a Husk- program as long as no key is pressed, it 
is possible to have your program execute a certain task but as 
Soon as a key is pressed, w r hich can be noticed with 
PEEKI764), this task can be interrupted for a short while. 

As far as this goes, it is no news for most Basic programmers 
although there is a problem to solve if you want to use 764 for 
detecting specific keys, The code in location 764 is not the 
ATASCH code, nor the INTERNAL- code of the key pressed! It is 
the keyboardcode, which is used by the keyboard- handler in 
the internal part of your Atari. Before we go any further check 
out the table of keyboard codes shown. 

[f you want to check the codes for yourself they are easy to 
find if you type the following line in the direct mode of Basic 

FOR X=0 TO 10000: PRINT PEEK (764) : NEXT X 

After you press RETURN you will sec the keyboard code 
appear on your screen each time you hit a key. 

You will notice tw r o remarkable things - some codes don t exist 
(e.g, 3, 4 etc.) and there is no way to convert Lhese codes into 
ATASCII or INTERNAL codes. 



John van der Spoel 
explains how to get 
keyboard input 
without stopping 
your program 

SOLVING THE PROBLEM 

The second of the above problems is the major one. How to 
solve this? How can a Basic programmer make use of these 
codes? There had to be a way and after some thought it turned 
out there was onel 

1 got the Idea to POKE the INTERNAL codes of each key in a 
free part of memory. Location 1536 and following (that is page 
6) is suitable for this although other locations can be used if 
the area of memory is protected or the routine could be 
adapted to place the codes in an array or string. The codes 
have to inserted in exactly the same order as the 64 codes of 
the keyboard code table, so address 1536 holds 44 (that is the 
letter L), address 1537 holds 42 (that is the letter J), and so 
on. The code of the last letter (A=code 63) Is placed In address 
1599. 

[f now T you use PEEK(764h take the contents of this address 
and add 1536 to this H you will find the number of the address 
where the INTERNAL code of the last key pressed is storedf For 
example, if you press the letter P. the number 10 is stored in 
address 764. Add 1536 to 10 and this (1546) is the address 
where you find the INTERNAL code for the letter P - 48! 

HOW TO USE THIS 
IN A PROGRAM? 

Take a look at Listing 1 - the demo program, 
A FOR-NEXT loop is checked if a key is pressed hy PEE King 
location 764. This loop is nested in a countdown loop, so while 
the countdown runs, the program checks whether a key is 
pressed or not. If so, the program jumps to a subroutine in line 
200, which looks at which key was pressed. After this the 
INTERNAL code of this key is POKEd directly to the screen- 
memory, so it is immediately visible on the screen. Once done 
the program returns to ttie countdown routine. 
All this happens so quickly each time a key is pressed, that 
you will hardly notice the countdown has stopped for a frac- 
tion of a second. The demo program also contains sound 
routines and a routine to trap faulty keys, such as numbers 
etc. 

The countdown values (in INTERNAL codes] are just as well 
directly POKEd into the screen-memory, that is address 40000 
ro 40959 in Graphics 0 [this happens in lines 60 and frG). 
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EI 1 PPM MM W WMMM W W WW Hj H ^ CHM WMM H WWMM t C M WWHWM 
RU Z RE M * INPUT & COtiHTDO HH ROUT I NE * 
I ft 3 ft EH -If by * 

HG 4 Rf; m m John van der ^Roel * 

5 RErt # 1 ' * 

S UtM * NEK ATARI USER OCTOBER 1 *fl * 
EO 7 RE H KH M MH*tt M HHM HH W* « MM I lMMMMH H WKK*H H 
MM 3 REM 

VP tfl POKE ?5Zjli? ■*H"l J ? "ENTER 5 LETI 

ER"5 IN G SECONDS ! wt ;POKE 4&ZB2ji28 
VV 2B R F Ml 



EC 
DZ 



EMTE 




KEYBOOSJ&-CO&ES 






HIS 


TAKES 1 SECO 







OS *0 FOR IC = 15X6 T© 15*9 ! READ L e POKE K*Ll 

NEXT N 
TT 40 REM 



C 043 M I C* OWN RQUTTHf C LOOP 



INPUT ROUTINE IN r-LO^P 



W 5« POKE 7*4,2SSCL=« 

00 6B FOR C=Z3 TO 1G STEP -I 

SO 78 SOUND dSB + C*?,!*, 19 

OZ BO POKE 40101, C 

HE 9 0 SOUND Oj 0,0,3 

U*J IBB FOfir 1=1 TO 38 

Lfi 110 IF PEEK*7S43 <>2S5 THEN GOSUB 280 

US 120 IF L=0 THEN 380 

FX 138 NEXT I 

DN 140 WENT C 

MU 158 GOTO 400 



no zob rem EXEE 




HAI 


fOCTEF 


IN 


SCRE 


EN 




■ 






IF RJ 








HIT 



NJ 218 IF PEEK C153E6+PEEKi?64> 1=0 THEN POS 
ITION 2,8:? "WRONG INPUT ! ! " : POKE 
tit t ftETURN 

ZE 3t£B SOUND 1,20,10,18 

DJ 230 PONE 40202+I-, PEEK I153&+PEEK C7M11 ! 
L=L+lEPOKE 764,25?: SOUND 1 , », 8 , 8 t ttETUR 
N 

SO 380 REM m«W | I Mil «T;TM 

LU ?18 POSITION 2, OS? "HELL frONE ! M " ; POK 

E TUft ilCND- 

ZK 400 OEM j|<Ij*i^ Tl!l I iTTlTI^M 

HC 418 POSITION 2,8!? ■'YOUR TIME IS UP !t 

11 ! POKE 752 , O i END 
UU 20000 REM 



KCVEHiflKfr-CQE>E5 HHlCH ARE 



U r jE[> IW LOEft'TIOM 7&4 



MP 28010 DAT A 44,42,8*0,8,41,0,0,47*8,40, 
S3, 0,41, ft, B J 54, 8, 35, 0,0, 34, 56, SO, 0, 0, 8 
,0,0,0^0,0,0,0,8,46,0,45,0^0,50,8 

SF Z0020 DATA 57,57,0,52,55,49,0,0,0,0,0, 
0,8,0, 38 , 48, 36, 8, ft, 39 i 51 j 33 



EI 1 REM X I f MM M ri HM MMMM KH H MM H HHMMM H HH 

00 2 REM * MODIFICATIONS FOR * 

UU 3 REM * GUESS and COUNT * 

IU 4 REM « by John van Spool * 

EC 5 ttEM * "~ » 

DZ 5 EEM * NE H ATARI USER OCTOBER VlO • 
EO 7 REM WWWfrWWH H KWKHMMMUMM WM W HWMMM MM WMK 

UN 0 REM 

ZR 400 POSITION 2,1*8? "Player ";PL+1; M 
TURN NO - "| T; ! POSITION 2^,15>S? "TIME 



i r 



61 440 POSITION 2,21:? *V 
MS 450 GOSUB 2100 

SN 400 FOR 1 = 1 TO 5 I L -P EEK C4864 i +11 + 52 S OS 



II, IJ =CHRS CLJ : NEXT I 



URGHG ! ! * 



5SU ¥=¥+2 ! POSITION 2,21:? "I 

"1GOSUB OOiGOSUO ±58 i POSI T ION 

2,21:7 ER£;C0TO 400 

OV 630 POSITION 2,24 !? ^ M^iU JfT '1T»1IF i 

"J 5? AS!GOSUB 68:0OSU0 14OSG0SUO i GO 
SUB 158 

UM 1^58 GOSU B 2000 i GOTO 1338 
VI 2888 REM ■ M *'l -IiTiTi I >»iM J 
JG 2818 RESTORE 2038 

UU 20 2 8 FOR K-1536 TO 1599 5 READ L I POKE K, 
L : HENT K 

DR 203© DATA 44,42,0,0,0,43,8,0,47,0,48,5 
3 i 8, 41 , 0, 0,54 P 0, 35 , 0, O, 34 , 56 , 5B , 0 , O , 8 , 
0,0, 0,0, 0,0, 0,0, 46,0,45* 0,8, 50,0 

ZN 2840 DATA 37,57,0,52,55,49,0,0,0,0^0,8 
, O, 8, 3S, 40, 36, 0 ,0, 39, 51 , 33 

AP 2050 RETURN 

MM 2100 REM MdtrilgilHap* I el I !■ rliHMTTM 

FH 2110 POKE 7B4,2552Ls:0 

NQ 2120 FOR C=24 TO 16 STEP — 1 : SOUND 0,58 
+ C»Z, 10, 10 3 POKE 40790, C i SOUND ft, 8, 8 , 8 

MH 2138 FOR 1=1 TO 50SIF PEEK €764 3 <> 255 T 
HEN GOSUB 2500 

FE 7148 IF L=5 THEN POP l>G0TO 400 

GK 2150 NEKT IrNEHT C^GOTO 2000 

FP 2500 IF PEE K < 153 0+P E E* C 76411^ 8 THEN PO 

StTION 24,21S? " ■SlJii:ttW j=tfMil" ' Dnv * 70 

A f 2 5 5 ! RETURN 
GU 2510 SOUND 1 , 2 8 , IB , 10 ; POKE 40042+HpPEE 

K C1536 + PEEK (7643 J :L=L + 1;P0KE 704,2S5!P 

OSITION 24,21!? ER$ CI, 13> j 
VD 2520 SOUN D 1 , 0 , O , O i RETURN 
GE 2000 REM MEZMIIM 

KJ 2610 POSITION 2,21 ;? - m^mf « ■ KM oa^i ifl 

D ; >B£-AS:B:SrCZ,59="fHHC# ll ;^OSUB 50: GO 
SUB 140: GOSUB 60 i GOTO 470 



ADDING THIS ROUTINE 
TO GUESS AND COUNT 

With this routine built in, Guess and Count is iftucb more 
challenging. Take a look at Listing 2 lor the changes to be 
made. 

You will notice it is not possible to use the backspace key. 
This will force you to avoid mistakes, which increases the Joy 
of the game. 

1 also changed line 630, which now will give you the correct 
word if you did not succeed to guess it within 5 turns. 

[ hope other readers will he pleased wilii ::iis information and 
will be able to incorporate the routine into their own programs 
and make more challenging games available ibr us all. 

John van der Spoel 



KEYBOARD CODES IN LOCATION 764 



0 = 


L 


16 




V 


33 




SPACE 


49 






1 = 


J 


17 






34 






50 




0 


2 = 


■ 


1S 




C 


35 




N 


51 




7 


3 = 




19 






36 






52 






4 = 




20 






37 




M 


53 




8 


5 = 


K 


21 




B 


38 




/ 


54 




< 


6 = 


+ 


22 




X 


39 




INV 


55 




> 


7 = 




23 




z 


40 




R 


56 




F 


8z 


0 


24 






41 






57 




H 


9 = 




25 






42 




E 


58 




D 


0 = 


p 


26 




3 


43 




Y 


59 






1 = 


u 


27 




6 


44 




TAB 


60 




CAPS 


2 = 


RET 


28 




ESC 


45 




T 


61 




G 


3 = 


1 


29 




5 


46 




W 


62 




S 


4 = 




30 




2 


47 




Q 


63 




A 


5 = 




31 




1 


48 




9 


64 
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TURBO BASIC 



*4 



E.K 
IE 
SJ 
HE 
KZ 
FC 
HM 
UL 

no 

OP 

U£ 
GU 
TO 

wm 

mv 

SS 
DH 

CP 

az 

HU 

lit 
PR 
DI 
HG 

rr 

HZ 

AY 
UG 

SV 

*z 

ML 

HE 
VM 
UI 
BC 
FJ 

GG 
UN 
HJ 
HZ 
Ht 

PH 

LZ 
UZ 
ZI 
SH 
PO 
KL 



REM 
REM 
REM 
MEM 

rem 

HF H 
RFM 
PFH 
HEM 



i 

3 
4 

6 

7 

111 GRAPHICS 



rr m ili um 



i ntitiin i run 1 1 m i mum hhiiiuhi i u 

tt THE ALLEN DEMOS - 1 

tT (TpqBiPfS TURBO OA5IG1 

n — — 

tt HEM ATARI USER OCTOBER 1 90 
Ittff 1 11 I H*H I I 1 " 1 nil""""""""" mil J hum Jit 



tt 

n 

B 

tt 



AUE! 



24:P0KF 71O # 0tPOKE 70? , 0 ! P 



2* L = 40 [ Ll = iO ! L 2—2:8 ! L3=30 :LS=* ! G=S 

ZO FOR VI-1S TO 135 STEP L 

40 FOR Z=17 TO 257 STEP L 

50 IF £=4 THEN E K EC 5LIHES 

6& EHEC LIHE5 

78 HEHT Z 

m HEMT VI? PAUSE SO 

90 FOR V1H135 TO 15 VTEP ™L 

100 FflR Z-257 TO I? STEP -L 

110 IF HOT G = 0 THEIt EHEC BOM 

129 HE H f Z 

ISO HEHT VI : HEW PAUSE 1B8 

140 FOR ¥1=15 TO 135 STEP L 

150 FOR Z = l? TO 257 STEP L 

1&6 EHEC SLIHE3 

170 HEHT Z 

100 MEHt VI ! PAUSE 50 

190 &-G-4SIF HOT G<4 THEH GOTO 3B 

210 PAUSE 4 80 1 RUH ik D ! &EM02." 

220 PROC LIMES 

230 FOR H-0 TO L STEP r. 

2 48 COLOR 1 J PLOT Z + H p VI ! DHAHTO Z+L 

,V1+L~H5PLQT Z,Y1+HS DRAMTO Z+L-HpL+Yi 

250 HEHT H 

268 EHDPROC 

270 PROG BOH 

ZSO FOR Zl = » TO i 2 

250 COLOR BsPLQT Z1*Z+L 1 „ VI *L1 3 DRfl 

NTO ZJ.*Z+L1,LI + V± 
388 HEHT Zl 
310 EH&PROC 
320 PROC SLIME? 
338 FOR SC-3 TO L2 STEP C 
348 COLOR IlPtOt Z+L1+SO 

HTO Z+L1,V1+SB+L1 
3S8 PLOT Z+LS+5»,L3 

, Yl+LS+SB 
368 HEMT SB 
370 EH DP ROC 
300 REM WtPi. 
MO REM Program by O 
400 REM Finn d*si^n 
410 REM original** 



OPTICAL 
EFFECTS 



P . A l l en«* 
is not** 



Three short demos in 
Turbo Basic 
by D. P, Alien 



Here are three nice graphics demos for you to 
enjoy. If you have a copy of Turbo Basic, boot 
it up and type in eajch of the listings. The first 
program can be saved with any name but the 
second taw listings should be saved as DEMQ2 
and DEMQ3 respectively since each program 
runs the other. Alternatively you can change 
thefilenames after the RUN command in each 
program* 

Nothing more to be said really* just sit back 
and enjoy! 



trntrttrttrmt 



EH 1 REH IMU I UIi l U l ll H H i l l 1 1 lH I H ttttMt 

JJ 2 REH tt THE ALLEN OEMOS - 2 

#4 3 REH tt (requires TURBO BASIC? 

HO 4 REM II J " T 



a 



KZ 5 REM » MEN ATARI USER OCTOBER ' »0 tt 
FC 0 REM 111 1 1 1 NH 1 1 1 1 LIU H 1 1 1 1 I f Hill M I NIi Ill 1 1 M I M 1 1 

HH 7 REM 

he o rem Eft Vim-. Ml I ii'rM 

HO 9 REM 

Ufi 10 Mi = 30 2M2-Ml*2:M3-Ml*3:M4 = Ml*4 
SH 20 GRAPHICS 24 S POKE 705 , 1 30 S POKE 712,1 
20: POKE 710 j 120! COLOR £ : P = 0 ! ST- 3 

TO 48 FOR V^O TO 128 STEP M2 

HV SO FOR H=1B TO 250 STEP M2 

GP 00 FOR Z-0 TO 15 STEP ST 

GH 70 EHEC PR AH 

LL 00 HEHT Z ; HEHT H x HEHT V 

ICS 90 PAUSE 2O0!RUH "*0:DEMQ3 M 

DR 100 PROC DRAM 

RH 1JLQ PLOT X + P/V + MJ.EDRAMTO H*Z , ¥ *Z l OR A 

HTO H+MliV+P 
RM J.Z8 DRAMTO K + M2-Z , V+^ ! DH AMTD H+M£,V* 

Ml 

CI J-30 DRANTO H + M2-Z, V+M2-Z SDRAMTO K + Ml 
*¥+M2 

IM 140 OR A HTO H + P + Z # 'V+M3E"Z : DRAMTO K + P r V 
+M1 

UT ISO EHOPROd 

ZO 168 REM DSP2 4 
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1 



EM 
JJ 

HB 

K / 
FC 
HK 
HH 
NO 
OY 
AH 



1 HtH m i tti m t i mmumitmmum n ninnnmtimtm n 

2 REM n THE AlX£H DEMOS - 2 It 

3 REM It (requires TURBO BASIC? II 

4 REM » " * 

5 REM K HEH ATARI QC t OBE R 1 ?e tt 

6 REM tliUiniUJ 
/ Rl M 



CI 

ve 

MK 

zz 

L If 

IE 
WZ 
AR 
Kfl 
OH 
H( 3 
AT 
IG 
PC 
HO 
PC 
JC 

PR 

EZ 
KG 
OK 
PB 
Utl 
JA 
IK 
A3 

CL 

F» 
UP 

ov 

fa M 

IT 
MT 
KM 
OK 
GH 

uo 
ou 

GP 

its 

OH 
FO 
YM 
UY 
ON 
LO 
CU 
Att 
PA 
UK 

US 

CG 

ZF 

QG 
HI 

FA 



s rem 

? REM 

Ifl GOTO 5SB 

20 RFM setti|» graphic node , attrac t ,«eMD 

pointers to screen l 4n#s,coJpurs & 
variables 

JO GRflPHTOS ifl: POKE 77,25* 

40 W€H-frPEEK C743J : LEM=|M*CEK 1 74 T J +S0OO 

58 TT-DPEEK f*0> S I £=TT+4B ; TL=TT+3flflfl 

GO LT = TT + 3840 3 L2-L?t<8: Lt. -i- T + 3 8 B 8 

70 FOB K-0 TO 7: POKE 785 * K , K + n : M E- >: 1 K 

00 POKE ?*4 # 3 tFH = 40 : PY = ?6 : S = i ! 0-9 ! 5T-- 

«J , 2 r G-3 

1B8 REM draw design 

118 FO*f PK = 18 TO 70 I* 

128 FOR PY=40 TO 158 STEP 55 

134 EHEC OIA 

148 NEKT P V ? NEKT PK 

ISO FOR PK = 20 TO 68 ^tCP * 3 

168 FOR PY-67 TO 125 STEP 

170 EKEC DIA 

108 NEKT PYSMEHT PK 

288 fte« Stiift colours tHrowo^ register 
s & scroll irwo haiues of screen 
21* tt KOO : FOR D = 0 TO ISO i EXEC KOI, 
228 NEKT ^ :fi = G + RAHO C15> : IF (1)238 THEM 
G-RAHP C?3 +e 

238 FOR K=8 TO 7 : POKE 785+K, H*£ T tfEKT K 
248 EKEC SCROLL 
2E0 GO« KOO 

278 REM draw concentric dianond shape 
288 PitOO OIA 

298 FOR T-0 TO S STEP ST I COLOR T 

3O0 TRAP 328! PLOT PM~ C S-TJ , PY 3 tlffiM 

TO PK P PY-4W tS-TJ 

Jlfi TRAP 320iORAIfTO PK+ C5~T> * PV ! OR 

AHTO PK F PV*4* f S-TJ 3 ORAHTO PH-CS-T>*FY 
328 NEKT T 
378 EH&PS0C 

348 - — ~- 

33 B REM shift colours through register 

s 

3feB PROC KOL 

378 FO* K-B TO 7 

3(18 POKE 7IT-X,PEEK C712-HJ 

3« POKE 70S P PEEK f 71 SI 

488 «£HT K 

418 ENOPROC 

438 REM scroll fi lines UP Jt down 
440 PROC SCROLL 
438 00 

4B8 MOU£ T T „ HE M * 48 1 WOVE Tt JP TT J 3B28 

478 «D«E MEH,TL,4a 

4BB -MOOE LL P LEM,4 0 

498 -MOVE LT,L2,3*4B 

588 -HAVE L£M # LT,40 

SJ.O N = N + 1:TF tt-ft THEN CHIT 

528 l.tJtai" 

bJU N=8 : ENDPPDC 



548 " " 

558 GRAPHICS 0 : POKE 752 * 1 : POKE ?10,8;F 

OKE 789, 15: DIM flSllT 

552 FOR H- I TO 3 2 j READ A? 

SftO POSITION 2+H>10:* A*:HEHT HlPAUS 
E 28 

5&£ FOR TW=15 TO 9 *TEP -1 I POKE 7B? I .TM 
t PAUSE X 3 NEXT TM 

S78 oafa P l l > «>i|i|Bi ,H,3ji,t, f H>hj i 
, 1 it, ^.r.apWiijnjSj i P g,n 
5*4 GOTO 2B 

598 REM SHW^aPiglO 1 **** 

600 HEH wprograH devi5e<l* 

618 REM mffay JV , P - ft I I fflWHt 4 



Bournemuufh & Poole Atari User Group 

Publishers of 8: 16 the UKs No. 1 Atari Newsletter 
Full of useful articles on the Atari 8 bit / VCS and ST 
Subscription - £3.80 per year (4 issues) 

BaPAUG meetings first Friday of cadi monih at The Kinson 
Community Con Ire, Bournemouth suirting at 7 pm, 
For subscription or more del ails contact 
Ian B looker, 163 Verity Crescent, Gdnford Heath, 
Poole, Dorset mWlf^mm 



COME AND MEET US AT AMS4 



Gralin International 

1 1 ShillitoRoad, Parksionc, PtoIc, Dors^L ]il{]2 2BN 

Cliequcs/l^os-tal Orders only OrckTs under f2.^ pltiasi: iidJ £l [>&p. Overseas 
pi Last! ad J £2.50 per order, PLcaic allow 28 days for delivery. SAH for LuLiilogui:. 



Atari 8 bit ROM Sets 



(Ko boxes or manuals) 
Hath *ei only £14.95 
Set 1: Missile Command, Pac Man, 
AslcrcsidH, Slar Rai Jiirfi, R.T. 

Sft 2: Space Invaders, Cralaxian, 

Defender, <Jix s nastem From 



Atari H hit ROMs - limtd 



Advcniu re Creator ...» £14.95 

AlpriahciZooCA S e3-7> £12.49 

Defender LA. 99 

Delia Drawing (Age 4 - aduLl) .... £l 2.49 

Faccmakcr (Age J- 12) £12.49 

Grandma's. House (Age 4- S) £12.49 

Missile Command £4.99 

PAC MAN f 4.99 

]*] LO'L' JVograttifii^yip lj^p'ja^c . . £ L".5D 

Star Raiders .. £4 99 

SLory Machine (400Yflfl0only) £1 1 .95 

J520ST £37.50 

4 WySfX VROOX U 3 3()X I- £24.y5ea 

105 U disk drive ..,.£24.95 



Atari 8 bit Disks 



AlanWrilcr Plus £9.95 

OiiA Pasic (Wordpiotcsioij ..£14.95 

Dalasofl BASIC Compiler £4 99 

Electronic Drummer , ,,,£12.50 

Ughtspccd C £39.95 

Kyan PASCAL £62.00 

Music Studio ,....£14,95 

Newsroom DTP £19 95 

Song Writer £9,95 

Sons Of liberiy £29.95 

Top Gunner Collection £19-95 

Vkicalc £4.99 

Warship ,.,£16.95 

War In Ru^ia £29.95 



SAM Fidrj Servkc M^riUiils 



Mnppirig TTic Alan: Revised ...129.95 

Newsroom £24. 95 

Prcrtocti cm "[ cchniqutis Vol I .. £24.99' 
Protection Techniques Vol 2 ... £24.95' 

Turbocharger £24.95" 

Your Alari Comes Alive £24.95" 

' Honk ind'j£±s- i\ik 



Hardware 



1 020 Printer Plotter £ 19.95 

12O0XLOTTSC TV only )..„..„ £74 .95 

IC Spares from £4.5U 

Parrot 11 sound digidzer ,.,,,£59.95 

(SSAE+Disk for free demo) 
RAM Rod XL (Dual OS) .,..£49.95 



Controller Card 



We can now supply under licence the 
CompuLerhouse UK CorilToller Card, 

XE Vcmtwi + TtKjlkii Set £59.95 

XL Version + Toolkit Set £54.95 

l iciing tzxUA - write for delays 

Toolkit Set only £19,95 



APX Clearance 



cassettes £1 50 

1^ L S k Ct IC 5 ...Htft mril-rv rr- .£2-50 

Li si available with catalogue 



Disks - Games Clearance 



£4.99 each: Asylum / Aztec / Bishop s 
Square & Maxwell's Demon / I lard 
Hal Mack / Hardball / Jcepers 
Creepers / Juggler / Juno First / Lapis 
l 3 hilosophorum / Maltese Chicken / 
New YonV City/ One tin (>nc / ^auil'Lc 
CousL I liyhway / Phantom / Protecior 
[[ / Quasimixlo / Realm of Impossibil- 
ity / Richocet / Serpentine / Slime / 
Sic! la ShuEilu / Survivor / Ulysses and 
ihc Fleece / Za^xon 
£5.99 each: Alien Gaidec] / Arkanoid / 
Beachhead / BeacKhead n / Crypi of 
the Undead / Cry Lon Masters / Dodge 
Racer / Domain of the tJndcad / 
l)ra^L>ns l-.ye/ Escape from Vulcan 
Isle / Goonies / E lacker / Kin^ Arthurs 
Heir / Medialwr Mercenary / Mission 
Asteroids / Monlczumas Revenge / 
M ShultJt / Morion's Tuwt:r / Mr. 
Jiubm and his Robot Factory / 
Nightmare / Pole Fuiiu'on / <JucSL- 
probe ■ Human Torch The Thing / 
Rampage / Rescue al RJgel / Scqo*ct / 
Sidewinder / Sky Blazer / Speedway 
Blast / Star Cross / Star Warrior / 
Super /a is tin ,■' Jail of the lie La. L.yrarj 
/ Tapper / Tigers in the Snow / 
Tummehugs / Up ci l Down / Winter 
Olympics / Zone X 

£6.99 #cicA: Ace of Aces / Alternative 
Reality - The City / European Super 
Soccer / Orgc / Qucstrom / Kcsuui- uii 
Fractals / Smash Hits 6 / Smash Hits 7 
/ Temple of Asphai 
£8.99 each: Hollywood Hijinx / 
1 n I'idE I / J i ns.ter / 1 . u rkmg J ] umur / 
Sujstalkcr/Zoik 111 



ICD PRODUCT RANGE 



Action! with Toolkit Alicmaiive language £39,99 

MAC/65 with Toolkit „™ -Excellent a.^cmblcr £39.99 

P:R: Connection * Modem & Printer interfaee ,.,.,£49*99 

Printer Connection ++ Parallel printer interface ,..,,£29,99 

R-Time 8 Real time clock for SpartaDOS £29,99 

R^mbo XL Memory Upgrade - No RAM £19.99 

SpiirtitDOS X The ultimate 8 bit DOS .....£39.99 

US Doubter ™™™ ++++ .*. ++++ 1 050 drive enhancement £14.99 

US Doubter with SpartiiDOS Cnn struct ton Set £29.99 



AluriWritcr Plus FREE with all urdtrs over £50 
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an Fin I ay son's 






SUBROUTINES 






A UTILITY FOR CHECKING 
YOUR PROGRAMS 



had temporarily run out of ideas for the tutorial sub- 
I routine article, and had decided to more or less evade the 
a issue and tell you a story instead. The story was to be 
designed, like the tutorial articles, to teach something as well 
as to be enjoyable in its mm right, but then I received an 
interesting letter from Mr P Adams of Billesley containing a 
short, but. quite complex subroutine. I apologise to him for 
bashing his idea about a bit to create this article. 
The articles lor the October/ November magazine are written 
in July and it is hot summer weather which tends to reduce 
time spent on the computer, in fact it reduces my whole 
thinking processes to a tropically slow pace so L am particular- 
ly grateful to Mr Adams for supplying the idea. 

BASIC LINE STRUCTURE 

To understand what is gong on in the subroutine itself it is 
necessary to know a little about the structure of a tokenised 
line of Basic. Once a line of Basic has been typed into the 
computer it is stored in the computer s memory in ' tokenised" 
form, that means that the line numbers, Basic commands and 
so on are all changed into individual bytes in memory. The 
structure of all lines is the same: 

Bytes 1 and 2 are the line number In low- byte, high byte 
format - Itner!umfoer=(bytel+256* , byte2). 
Byte 3 is the offset from the memory location of byte 1 to 
the memory location of the start of the next line of Basic. 
Byte 4 is the offset from the memory location of byte 1 to 
the start of the next Basic statement. If there are several 
statements on one line the next Basic statement starts 
after the first colon. If there Is only one statement on the 
line the next Basic statement starts on the next line and 
this offset value is the same as the line offset value. 
After these four bytes the program tokens start - there is a 
token for each Basic command and several others with special 
purposes that I will not go into here. If you wish to find out 
more there Is a good description in the book Dc Re Atari. It is 
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enough for this subroutine to know that the first byte after 
each colon (that is the first byte of each Basic statement) is like 
byte 4 and contains the offset value between the start of the 
current line and the start of the next Basic statement. 

AN OVERVIEW 
OF THE SUBROUTINE 

What does the subroutine do? It counts all the line numbers 
in a Basic program and all the Basic: statements on each line, 
and prims on the screen as it goes the sequential number, the 
Basic line number and the number or Basic statements on the 
line. When the screen is full it pauses until a key is pressed 
When used as a programmers tool this is a more convenient 
way of looking at your program line numbers than using the 
full LIST command. 

THE DETAILS 

Line 300O0 - 1 have started at line number 30000 so as to be 
above most programs without clashing with the line number- 
ing of the Typo checksum program which you use to eheck 
that all the lines you type in are correct. This line initialises 
the variable LINE to zero. LINK will be used to count the 
number of lines in the program being checked. 
Line 30010 finds the address in memory of the start of the 
Basic statement table (STB). This address is stored in low byte, 
high byte format in memory Locations 136 and 137. 
Line 30020 is the start of the outer loop of the subroutine. It 
increments LINE by one on each pass through the loop, thus 
counting the number of lines in the program. The outer loop 
handles the part of the program which deals sequentially with 
lines of the program being analysed, while the inner loop deals 
with the individual Basic statements within each line. 
Line 30O30 - The first action is to find the line number. NUM, 
from the first two bytes of the line. We do not want to include 
the lines of tills subroutine itself, so if the line number is 
30000 (the first line of the subroutine) trie loop is exited by 
going to 30140. thus all line numbers above 30000 will be 
ignored. 

line 30040 First OFF Is set equal to three, ready to start the 
inner loop. This is the offset from the start of the line to the 
first Basic statement in the line. The counter for the number of 
statements in the line, STMT is set to zero. 
Line 30O50 is the first line of the inner loop. STMT is incre- 
mented by one for each pass through the loop to count the 
number of statements in the line, 

Line 30060 - F) RSTBYTE Is the address of the start of the 
Basic statement [OFFset from the start of line address, STB), 
line 30070 looks into FlRSTBYTE to find the offset to the 
start of the next Basic statement and changes OFF to this new 
va!ue for use during the next pass through the inner loop. 



Line 30080 - If the value of OFF is the same as the value 
stored in STB+2 then the next Basic statement is the first of 
the next line, This means thai the last statement of the current 
line has been reached, so the program must exit the inner loop 
and go back to the outer loop at line 30 100. 
Line 3OO90 is the line that completes the inner loop and 
Jumps hack to 30050. 

Line 30 100 - For each line in the program which is being 
analysed this line writes to the screen the line count, the Basic 
line number and the number of Basic statements in the line, if 
you want a hard copy of this information and have a printer 
connected, just change the ? to LP, (or LP KENT). 
Line 30110 is inserted here to stop the printing process 
described tn 30100 when the screen is full. Otherwise the 
information will pass down the screen too fas* to be followed 
and can only be stopped with ICONTkOl J I . This line causes a 
pause every time the line number is a multiple of 22, and then 
waits for a keypress (in the subroutine at line 301 GO) before 
continuing. 

Line 30120 sets STB to the new value for the beginning of the 
next line of Basic (offset from the previous one by the value in 
the third byte). 

Line 30130 is the end of the outer loop and goes back to 
30020. 

Line 30140 is only reached when the program Jumps out of 
the outer loop in line 30030, It Just prints the total number of 
lines in the program. If you change the "?" to H LP. HI here as in 
line 30100 above, remember that inverse characters can cause 
problems on a printer - on mine they come out as italic. 
Finally the KN1> statcmcnl separates trie main program from 
the keypress subroutine which regular reader* will rei'd^iUHf - 
[ use it a lot! 

USING THE SUBROUTINE 

To use this subroutine just LIST It to cassette or disk. Load 
up the program you wish to analyze and then ENTER this 
subroutine. Now type GOTO 30000 [KETUKN| and the sub- 
routine will run. If you want to Just give it a try before going to 
the lengths of analysing a program, you can type in a few 
"dummy" lines such as: 

10 ?:?:?:? * 
20 ? : ? : REM etc 

then GOTO 30000. 

WHAT ABOUT THAT STORY? 

Well, the story [ was going to write was about my first 
experiments with a modern and telecommunication. It is an 
area of computing that intrigues many people^ but it seems to 
be particularly full of jargon, so I thought that my experiences 



HN Z???l REM HUHM H ttiC M M MM MWM M K WW HM Hi t H MM HH 
UU 2??5Z REH * TUTORIAL SUBROUTINES * 

PG HEM *— — 

EU 29994 REM * BASIC LIKE fIJiAl Yb tS * 
MB 2 9 MS HEM * by * 

RH REH * Tart Finlayson * 

PK 29*97 REM * ' * 

NT REM * MEM ATARI USER - OPT * 

HZ 2???3 HEM KMHMiMMM M MMHMK M WMHBMMKMMM M M 

M W MM H 
m LI ME =6 

BY 30*10 STB-PEEK C13&3 *PEEK t!3 73 *2S6 
FR 30020 LXME-L 1NE+1 

00a 308X8 MUM=PEEK *FEEIt C5TB + i>*Z5G 2 IF 

HUM-30Q3B THEN 30140 
GO 30040 OFF— 3 ! STMT— 11 
HR 30050 VTt1T = STMT+l 
UN 38060 FIR5T0YTE=^TB+flFF 
LI 30078 OFF-PEEK CFI«5T0¥TE> 
0U 3000A IF OFF-PEEK £5 T&+2J THEN 301DB 
AH 30090 GOTO 30050 

BJ 30100 ? "LUKE "J LIME:" IS tt ^JNUMJ" - 

BASIC STHHTS J, J 5TMT 
FR 30110 IF iLIIIE/ r 22J=XNT£LHiE/ F 223 THEN G 

O^UB 30160 
GF 3012* ^FB-5TB+PEEKCSTB+ZJ 
KZ 3B130 GOTO 30020 

LT 30140 ? :? " Hill IMTI'il ^jLIHE^l 
YF 301B0 EMft 

AL 30160 OPEIt ttl / ifOj "K r": ? 11 HIT ANY KEY 
FOR HflRF" s GET ttl j ICEV ! ttl : RETURN 



might be of Interest and help to others. The saga ts not yet 
complete, however, as the "incredibly good value 1 " modem I 
bought second hnnd is si ill in the hands of Pace Micro Tech- 
nology awaiting expensive repairs, so I will save the tale lor the 
next edition! 

hi the meantime if you have problems with any of Lhe sub- 
routine articles, or with other Basic programs write with a 
stamped self addressed envelope and I will try to help. 1 cannot 
help with assembler or machine code, and I will probably not 
reply If you don't supply the return postage ... for the rest of 
you my address Is 

Ion Finlayson, 60 Roundstone Crescent, 
East Preston, West Sussex, BN1 6 idq 
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Ill 1 9£J3 r while ] was recuperating 
from an operation, a friend lent me 
his Atari and a game railed Zork ] by 
Infocom. He wanted me to try and map 
the maze for htm! 

I loaded it up and was greeted by those 
immortal words: 

West of House, 

You are standing iix an open field west of 
Q white house, with a boarded front door. 
There is a small mailbox here/ 1 

1 soon found the elvish sword, the bat- 
tery-powered brass lantern and the trap 
door- killed the troll: and entered the 
Maze; 

"This is part of a maze of twisty Utile 
passages, oO alike-" 

I later learned that Crowther and Woods 
had designed the first maze in the origin- 
al Adventure in 1976: "You are in a maze 
of twisty little passages, all alike was the 
original version - they have a lot to 
answer fori 

nfbeom's maze was slightly more dif- 
I ficult as the Thief wanders around 
^™ picking up seme of the items you 
use to mark the rooms! This sort of In- 
novation was to be Infoeom's hallmark 
over the years. 

1 eventually finished Zork I and was 
delighted to discover from the ad built 
into the end of the game that there was a 
Zork II - I was hooked. 1 have now com- 
pleted 32 of Infoeorns Interactive Novels 
(they are far too good to be Just called 
Text Adventures) and sadly, once I have 
done the last three which are waiting on 
my shelf, that will be the END! For, alas, 
Infocom no longer exists! 

In 1986 Arc ivision (now Medlagenie) 
bought Infocom, but never managed 
to make any profit out of it, despite 
introducing graphics [Zork Zero, Shogum 
Arthur! and mouse driven adventures 
(Journey), and putting the Infocom logo 
on RPGs written by other software 
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houses (BattleTech and Quarterstaff}. In 
19H9 Mediagenic moved Infocom from 
Massachusetts to California, taking with 
them only a token stall. None of the ori- 
ginal founders nor any of the subsequent 
big-name writers went with them. That 
was effectively the end of Infocom as we 
knew and loved it. 

Now MediagciiLc have formally written 
off [nfncom for a paltry 59 million f 
Mediagenic still own Ihe name so It will 
appear on future products such as the 
imminent Circuit' s Edge, but even the 
logo has been changed - the real Infocom 
is gone forever! 



think Steve Meretzky. the really 
I weird one - who brought us gems 
A like The Hitchhiker s Guide to the 
Galaxy, The Leather Goddesses of Pho- 
bos and the he Leather Goddesses of 
Pbobos and the unforgettable robot, 
Floyd, in Planet fall and Stationfall, knew 
it was the end when he wrote Zork Zero. 
It is a little disjointed In places where he 
throws In lots of traditional puzzles as 
though he just wants to squeeze them all 
in before the cnd> and it comes full circle 
- rounding everything off nicely by ending 
with the creation of that White House 
which started it all off. 
What went wrong 1 ? I don't know - Zork I 
is reputed to have sold a million copies 
and has been referred to as the world s 
best -selling entertainment software pro- 
duct [N.B, This was a few years ago - 
these days a new Nintendo Mario Bros 
can shift 7 million cartridges?): Infocom 
have always been hailed as the absolute 
best in the world of text adventures; in 
the mid -eighties they were producing an 
average of five new games a year, Includ- 
ing the amazing Hitchhiker's Guide to 
the Galaxy. 

Didn't we buy enough of them? Was 
there too much competition from new- 
comers like Magnetic Scrolls? Had Lhey 
done everything that was worth doing in 
that style of game? I don't suppose we 
will ever kiiowf 

Lill, it was good while it lasted, and 
I suspect most of you have rather 
more to look forward to than 1 

have as you probably haven't played 

them all yetf But, don't wan mo long. 

stocks wont last forever and they may 

never be reprinted now. 




THE COMPLETE INFOCOM DISKOGRAPHY 



Infocom always excelled at their 
packaging - early games came in the 
most amazing boxes - Deadline was 
jusl like a police Tile, Suspended was 
enormous as it contained a full size mask 
of a face staring out at you (the eyes 
followed you around the shop until you 
broke down and bought it!), and Star- 
cross came in a flying saucer shaped box! 
Sadly these are all now repackaged to the 
standard book size, but the contents are 
still as good as ever, with maps, news- 
papers, matchboxes, balloons, peril -sen- 
sitive sunglasses, scratch n sniff pads, to 
name but a few! 

A full list of Infocom s adventures is 
given In the box. [Plus four sets of three, 
packaged at bargain prices: The Zork 
Trilogy, The Enchanter Trilogy, The SF 
Classics, and the Classic Mystery Library 

- get them if you can!) 

There were four Infocom books pub- 
lished by Puffin in 1983, in Ihe Endless 
guest /Fighting Fantasy style: 

Zork 1 : The Forces of Krilt 
Zork 2: The Malifestro Quest 
Zork 3; Ttxe Cavern oj'Donni 
Zork 4: Tfxe Conquest of Qwendor 

all by Steve Meretzky, but I doubt if they 
are still available, 

Infocom also published (not listed) the 
two BattleTerh games by Westwood 
Associates (ST only), a graphics strategy 
game called FOOBLITZKY (XL only) and a 
relational database system called Corner 
stone (neither of which appear to have 
been very successful), plus a range of 
Intocomics - coitipu tensed comic books 
produced in conjunction with Tom Syn- 
der Productions [I have ZorkQuest, Lane 
Mastodon and Gamma Force for the IBM 

- they never came out on any Atari). 

And of course the Invisiclues fnr 
another £10 you can buy clues 
and maps to help you solve the 
more tortuous problems! Not so easy to 
get on this side ol the Atlantic was the 
Infocom magazine New Zork Times (later 
Status Line) - free with any game in the 

continued on page 30 



Title 



FANTASY 



Code Year Level XL ST Author 



life _jL l_ _c_ _ 

Wisbbnnger 


zo 


85 


I 


V 


Y 


BM 


Zork 1 


Z1 


BO 


S 

1—1 


Y 


v 

1 




Zork II 


Z2 


81 


A 


Y 


Y 


MB+DL* 


Zork III 


23 


62 


A 


Y 


Y 


MB+DL 


Enchanter 


Z4 


63 


S 


Y 


Y 


MB+DL 


Sorcerer 


Z5 


64 


A 


Y 


Y 


S M 


Spell breaker 


26 


65 


E 


Y 


Y 


DL 


Trinity 


Z7 


as 


s 


N 


Y 


BM 


Beyond Zork 


ze 


87 




N 


Y 


BM 


ZorkZero 


Z9 


89 




N 


N 


SM 


SCIENCE FICTION 














Stare ross 


si 


82 


E 


Y 


Y 


DL 


Suspended 


82 


S3 


E 


Y 


Y 


MSB 


Planetfal! 


S3 


33 


5 


Y 


Y 


SM 


H H G to the Galaxy 


S4 


84 


s 


Y 

9 


Y 


SM+DA 


A Mind Forever Voyaging 


S5 


85 


A 


N 


Y 


SM 


Stall o nfall 


S6 


87 




V 


V 


SM 


TALES OF ADVENTURE 












Infidel 


A1 




A 


v 


V 


MSB 


Seaslalker 


K1 


84 


1 


V 


Y 


SG+JL 


Cutthroat* 


A3 


64 


s 


Y 


Y 


MSB+JW 


Hollywood Hi jinx 


A4 


88 


s 


Y 


Y 


HDA 


S ho gun 


A5 


89 




N 


N 


DL+JC 


MYSTERY 














Deadline 


M1 


82 


E 


Y 


Y 


MB 


Witness 


H2 


mm 

83 


s 


Y 


Y 


SG 


Suspect 


m 


84 


A 


Y 


V 


DL 


Ballyhoo 


M4 


88 


s 


Y 


Y 


JO 


Moo rim iat 


M5 




1 


Y 


Y 


SG+JL 


COMEDY 














Leather Goddesses 


CI 


86 


s 


y 


Y 


SM 


Bureaucracy 


C2 


67 




N 


Y 


DA+Fred 


Nord & Bert* 


C3 


67 




N 


Y 


JO 


OTHER 














Lurking Horror 


HI 


87 




Y 


Y 


DL 


Plundered Hearts 


HI 


87 




N 


Y 


AB 


Border Zone 


El 


88 




N 


N 


MB 


Sherlock 




88 




N 


N 


BB 


Journey 


J1 


66 




N 


N 


MB 


Quarter staff 




66 




N 


N 


SS+KU 


Arthur 


L1 


89 




N 


N 


86 



Full title i Nord & Bert Couldn i Make Head or Tall of It 



I - Introductory 
S - Standard 
A * Advanced 
E - Expert 



AUTHORS 

AB ■ Amy Brlggs 

BB - Bob Bates 

BM ■ Brian Moriarty 

DA - Douglas Adams 

DL - Dave Lebllng 

Fred - WJE,B, o Fred A Morgan 

HDA - 6 Hollywood A 

Dave Anderson 

JC - Jemee Clavell 



JL - Jim la whence 
JO - Jeff O Nelll 
JW - Jerry Wolper 
KU - Ken Updike 
MB - Marc Blank 
MSB ■ Michael S. Berlyn 
SG - Stu Galley 
SM - Steve Meretzky 
SS - Scott Schmitz 
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R .Ware So ftware 

All Titles Shown are For the Atari ST, Wc also supply Hard 
and Software for the 8-Bit. - Please send an A5 SAX. for 
reviews and more information ■ Please specify ST or S-Bit. 

Super Card £ 24^5 

" \tl KM'i'fkPt yriwufii ". ' Ut* J-'.jvi tn uir" . "t'jSi" 
~ tatSfipeitixkk' . "SJwuld hr rJt f-.wjflne'* i 'allvctmu' , 
"Creurf Vafot"* "BUY IT". - «V» Uxti - Jvvup 4 J 

BJSpell £ 14.95 Are 5-8 

ElaaftH 1 * H Age 7+ 
Mollis £14.95 .Age 5-8 

"fteff.r rtc tfe*r ti/ (Ac Bun<rh"-$T Format Afril 

Availahk 




ft*«wff r.iitnniff/HHD AW ***5 « iSM tffflfi ASptli 
IlatSptN data rfjsrv flrrtfs and -LjrrjniTr'v fiuA. 
ftjfjjfjijfl f.OIV PR/ft" £M¥J. ftflsnc J £M05 

B.Ware Demn Ihsi Includes B.SpdL Play Spell, B.Biis* II and Super Card 
for only i.UKi, hull refund uu return of Dtniu l)hc wUh firsL (nil chaw. 

All pikm in r luJ*- VAT .ud P+J] t h.^iifs aflvabJ* m li.frtth HlDHmttl fcjilKini. 
Al'^L'^s Viva uiiil AnwriCMTl Express Atfi'Pftd. 

BWare Software^ 

c/o B. Bytes Computer Systems ^ 

19 SouihfieM Kaad. Him* kit-}, i.riwlrr*Mi* . 
LEW lift . YW 9-5 Mop-.Vir 




ATARI 8 BIT SPARES AND REPAIRS 
FOR MOST ATARI 8 BITS 

GENUINE ATARI 5 Va " BLANK DISKS 
-Packs of FIVE £1.50 
A TARIWRITER 2 PLUS - Disk based word 
processor complete with spellchecker £12.00 
VtSiCALC Spreadsheet comp/ete wih FREE dm disk 



3 TAPE GAMES PACK 



Star Raiders, Asteroids r Missile 
Command, Centipede, Air Strike 2 f 
Savage Pond, Cloak of De^fto, Leap- 
9f f Quest for Eternity, Tennis, Chop 
Suey, FQQtb&ll Basketb&IL Chess 



ALL FOR 

0HLYS4! 



Learn how to use your 
Atari 8-bit with 

INVITATION TO 
PROGRAMMING 
FIVE sound tapes with full 
documentation covering 
Graphics, Sound, Peeks, 
Pokes etc £4.50 



2 DISK PACK 



Home Filing Manager, Pay 
Off Adventure, Atari 
Graphics Demo £1 .50 



BARNYARD BLASTER (ROM) 
Farmyard target practice for 

XL XE only 
works with ATARI LIGHT GUN 

£5.00 



Telephone 

Derek Fern 

for other details 
and price list 



SEE WIE AT AMS4 



021 353 5730 



INFOCOM 



continued 



StaLes - ] never managed to get one at all! 

It all began in 1977 al MIT. when 
Timothy A. Anderson, Marc 5, Blank. 
Bruce K. Daniels, and P. David Lcbling 
created the first mainframe version of 
Zork to prove that they could do better 
than Crowther and Woods. The game 
grew over the years and In 1 98Q Infocom 
was set up and Zork rewritten and ex- 
panded to form Zork 1. II and ED. Because 
the games were all written in ZIL (Zork 
Implement at ion Language] and only used 
text (no fancy graphics or sounds to 
worry about) the games were easily port- 
able to other machines simply by produc- 
ing a new version of ZIL for each 
machine. Infocom adventures soon be 
came available on virtually every Amer- 
ican Micro which had a diskette drive 
and enough memory. 

As the company grew they expan- 
ded from pure Fantasy into 
Murder Mysteries. Science Fic- 
tion, and straight Tales of Adventure, en 
hancing the basic system all the time to 
make the games more and more realistic 
both in their gameplay and also in the 
richness of their descriptions allium 
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phcre and humour. They started grading 
the games according to difficulty but 
this was obviously not a good idea as it 
was dropped only a year later (Hollywood 
Hijinx was the last to be coded - the box 
in the adverts said Standard, but the 
actual game box did not!). 
A Mind Forever Voyaging, in 1985, was 
the first disappointment for the 8-blt 
Atari user - Infocom had finally decided 
to start taking advantage of enhance- 
ments in technology and it needed 12SK. 
Trinily and Bureaucracy went the same 

and SlaUonlall in 1937 was the last 
8-bit Infocom game. The ST was well 
supported initially, with all the exisLing 
games being converted to it as soon as it 
appeared: but \UHH was the end of the 
road for it too. With the Americans not 
perceiving the ST as a big enough mar 
ket, the last we got was an extremely late 
Beyond Zork. Now, the chance of any 
Atari owner ever being able Lo play Zork 
Zero is. t am afraid, zero! 

Thanks Dave, Marc, Timothy, Bruce. 
Brian, Steve, Michael. Stu, and all the 
rest, and all the people behind the scenes 
at Infocom as well. 

It was the best. 




Meet 

PAGE 6, BUG, ATARI User Groups 

8 BIT and ST Support 

dt tho 

FOURTH ALTERNATIVE MICRO SHOW 

and 

RADIO RALLY 




DATE 

SATURDAY 10th NOVEMBER 1990 

TIME 

10.00 am - 5.00 pm 

VENUE 

BINGLEY HALL, STAFFORD SHOW GROUND 

STAFFORD 

Everything for the computer enthusiast 

from ORICs to PCs 
All machines catered for 

FACILITIES INCLUDE - 
★ BAR ★ RESTAURANT ★ FREE PARKING ★ 
★ ELECTRONIC BRING & BUY SALE ★ 

Organised by 

SHARWARD SERVICES, ENTERPRISE HOUSE, UNIT 15, RIVERSIDE INDUSTRIAL PARK, 

WHERSTEAD ROAD, IPSWICH, SUFFOLK IP2 8JX 
Tel : 0473 602460 FAX : 0473 60241 0 



XL/XE UTILITY 




I wrote the original list formatter over 3 years ago, it was 
written to take a BASIC program typed in from a magazine 
or one of my own, and produce a formatted listing of it - a 
listing which would be easy to understand. The ultimate aim 
was to obtain enough information about a program to be able 
modify it. 

I recently had cause to use the program again and it was at 
this time that I decided to tidy the program up, restructure: it 
(to be easily modified at a later date) and speed It up, the 
original was very slowl 

The program performs a number of tasks: 

- It right justifies each line number and makes sure that 
only line number are in the first 5 columns. 

- All mult i statement lines are broken up so that each 
statement occupies a single line. 

- The statements which follow the THEN in a IF-THEN 
structure are placed on subsequent lines, indented by 3 
columns. If the THEN is only followed by a number then a 
GOTO Is inserted before the number. 

The contents of a FOR-NEXT loop are also indented by 3 
columns for Manly. 

- All operators are padded out with a single space before 
and after ihem. 

- All control characters, in string constants, are replaced by 
a default character, CHR*(126) (printed as " " by non-Atan 
printers) and all inverse characters are converted to their 
normal form, 

The last two actions are optional Changing the variable PAD 
in line 550 to FAl^SE will prevent operator padding from being 
performed. Changing USEDEF in line 540 to FALSE will pre- 
vent the replacement of control characters (If the output is to 
be sent to an Atari printer, this should be set to FALSE). The 
number of columns bv which each line is indented is deter- 
mined bv the variable INDENT. 1NDKNT is defined in line 580 
and can be changed to any value from 0 [for no indenting to a 
value less than the maximum width ol the output lines. 

Note: the formatter produces a slightly confusing output with 
the following type of input: 

1Q40 FOR A=l TO 100: IF A<£ THEN §=$+Q : NEXT 
A: GOTO 2 900 
The formatter wfu produce: 

1040 FOR A — 1 TO 100 
IF A < S THEN 

3 = £ + Q 
NEXT A 
GOTO ^00 

but how else could you formal such a terrible program strut - 
lure! 

ENTERING THE PROGRAM 

When typing the program In fill REWs can be omitted to 
rehire flu- size of the program. The program is only written to 
handle Atari BASIC, but it could be extended to handle Turbo 
BASK:. The only major problem would be with handling the 



P. Abbot's utility will help 
you understand and 
analyse program listings 



[F-ELSE-ENDIF structure, which would have to be treated in 
the same mariner as a loop. This would be different from the 
way the formatter currently handles IF THEN structures. II the 
formatter is to be run on an Atari 400 or 800 then the address 
{735) in line 750 should be changed to 30, 

THE PROGRAM'S USE 

The formatter can run on any Atari H bit computer 
(400- 130XE) with Atari BASIC. If you wish to get a hard copy 
of the formatted program you will need a printer, either an 
Atari or a non-Atari printer will no 

To format a program first load the program you wish to 
format into the computer, then LIST It out to either a disk Hie 

or a cassette 

e.g. LIST D: PROG. LST 
' or UST "C:" 

if you are using Turbo BASIC Lo list the program* first switch 
off Turbo BASIC S automatic line indentation, by typing "*L 

Once a listing of the program has been generated, then the 
formatter should be loaded and run. The first prompt is for the 
file name/device to which the program to be formatted has 
been saved. The response should be of the form: 
PiPROG.LST 

(if no device is specified then "D:" is presumed} 

At the second prompt the destination should be entered 

in a similar manner 

P: (don't use PI: orP2:) 
or D2:PROG-FMT 
or C: 

If you are loading a Usting from cassette then you can t save 
the formatted listing back to cassette. This Is because the 
formatter does not buffer either its input or its output. 
The commonest output device will be the printer, to get a 
permanent copy of the formatted program. For this reason the 
third prompt. "Line length", has a default of 80 If you wish to 
accept this default then simply press RETURN, but any value 
cotdd be entered In the normal manner. 
The speed of the program s operation is partially determined 
by the I/O device being used, cassettes are slower than disks. I 
have used the formatter to format a listing of itself (with REMs] 
In just over 5 minutes (Just over 2 minutes with Turbo BASIC). 
This is taking the input from a disk and the output going to 
the screen. The declaration of variables is performed In a 
subroutine at the end of the program, the reason for this is 
speed. Originally the declaration code was at the beginning of 
the program but after moving it into a subroutine at the end of 
ihe program, I noticed a halving in the execution time 
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EI 
B A 
L M 

rc 

FT 
0Z 
ED 



i 
2 
3 
4 

5 
6 
7 



DL U V-K W -H M#li y tiU H Iflflf HM UMV 

n I p I ^ FT F 1 . j-i n n K^T^WTTWW^T 



PROGRAM FORMAT TFU 

by 

P . A h h i n S 



If 

« 

OCTOBER 4 ?fl * 

U B-T T-T T-T T-T T-T TJ W 

K R K H H H A A A M H 



tiFM * 

HtM * 

Rt!M * 

REM * 

REM M NFH AT ART U^Efl 

fir U h^hjihj-^-M-uj-wwi-ri-rMi-M^JT-rT-rT-ri 

NN 8 REM 

SG 10 MJSNB 47B 
Ba II RFM 

UC 12 ttfvH MAIN LOOP 
BE II RFM 

JK 2d INPUT fflHST , LIMES : L = LEH ft_IKL£ ) : P-M I 

! I l«£$tL fNll =" " 
FL 3# P=P*H1:IF LINES ( P , P 3 <>" Ir THEN 38 
IZ 4B TEMP = P : ! IF T E MP < H 6 THEM PRINT 

B0UT5T; SPACES CTEMP,N53 J 
GT 58 IF iXME$ CP» P + N33 = II HEKT 11 AND FNI>ND 

THFB FNI-FNI-H1 2 I HL -IHL-IHBEMT : Wltl H-H 

IDTH+IHDEHT 
KH 60 PRIHT ttOUTST j LINES £Ni . fCMPi ; s L p = P ; N 

OPAD=H0:IF FMI>NO f HE H PRINT HdlfTST ; SP 

ACES CHI . IML J ; 
¥H 70 IF LXHEStP, P + N33 <> iB REM " THEN iZB 
RH 86 TEMP-P 

CG 90 IF P-LP+NOFAD < WIDTH AMD P< = L THEN P 

-P+NiSGOTO 98 
GO 198 IF P< = L THEM PRIHT ttCUTST J LIMES CTE 

«Pj,P-N13 r PRIHT HO U T S T J S P A C E -5 I W 1 , H 6 + 1 H L 

3 ; :LP-PiHOPAD-MO:G0TQ oo 
AR 110 PRIHT dOUT^T; LIME* CTEMP, PJ : GOTO ZO 
1H 1-20 IF P "LP + KfJF0l>>-HIDTt1 THEH PRIHT BO 

UT5T ! LP^P TW0PflD"M8 1 PRINT B0UT5T ; SPACES 

tH i H If E> + I Ml ? | 
0G 13(1 IF LIMES CP, P3 O QUOTES THEN 230 
fcN 140 TEMP-P! IF HOT USEDEF THEH 170 
MB JLSB IF LIKES CP + N1, P+M13 >:="■" THEM LIHE 

S CP + KJt , P + N1J ~Cm$ CASG CLIME* tP+Ml j P + Nl J 

J-1283 

AT ifeft IF LINtS CP+H1 , P+N13 <" " OR !. IHES CP 
+N1,P*M13>"| M THEH LIHES tP+Ni , P + Hl i-Dt 
FEHRS 

RH 17B P=P+N1:1F P<L AND LINES CP , PJ OfiUOT 

ES AW CP-LP+NOPAD3 <HIDTH THEH OH U SED 

EF + N1 GOTO 178,158 
WB ISO IF LIHE£CP P P*=GUQTE$ A#p P-LP+NOPfl 

OOttfrTH THEH ZZB 
TA 130 PRIHT BOUT ST ; LINES CTEHP , F^H13 S LP-P 

I WOPftO-NO 

CE £00 JF LIMES IP-Hi, P-Nl 3 OOUflTE^ THEM P 
R1NT W0UT5T ; 5PflCE$ CHI , M6 + IHL3 ; \ TEW=P [ 
OH U5Efr£F+Hl GOTO 170,150 

ItQ ZiU P = P + Ml;GOTO 

PB ZZB PRINT SO UT^TjLIHE^CTE HP , P 3 J : P - P+ M i 
23B IF LINES CP, P3 <>"!" THEM 27B 

OZ Z40 IF LIHE$ CP4-H1 * P + H5-J -"MEKT " ftMU FH 
I>B THEM FMl = FHI-MliINL = IHL-ZI«frEMT;HIt> 
TH=H»TH + IHDEHT 

UC Z50 PRINT U0UT5T ; PWIHT SOUT^T ? 5PHCE5 CN 
1 , M6 + IHL3 ; ! P-P+Hl ! HOP AD-RO 1 1_P = P I IF FLA 
G THEH WH>TH=HIDTH IHDEHT : FLAG - FALSE 

RH 26« GOTO 70 

BR ?75 IF tIME$CP J P + M3>^ l F0R " THEN FMI-F 
Ht+Mli INL-IML+IHDEHT ; FLAC^tRUF 

SG 280 IF LIME$CPpP4M4>="MEKT " ANfr FMX>M 
O T HF H FNT-FJf I - N1 I IHL »IKI. - XNI>ff NT ; Fl AG ~ 
TRUE 

ZM Z30 IF P<H4 THEH 340 

ID 300 IF LINES CP-H3, P+H13 <>"THEH ■■ THEM 
340 

Pli 318 IHL-IHL + INQEMnr? PRINT ttOUT^T ; "H" ; P = 
P + K2 I H0PAD = M8±LP = P ! MI l>T H= HI DTH- r IHDEHT P 
PRIHT tlOUTST; SPACES CHI, H6 + IHL1 j 

UM 32* IF LIME*fP # P>>=: i, 0 l, AMP L3:NE$lP i P>< 
THEM PRIHT BOUT ST ; "GOTO 

HZ 330 GOTO 430 

IT $40 IF PS=L OR LIHES CP, P3 >QUEST5 OR MO 

T PAO THEN 4^« 
RU 35* T$ = LIRE*CP,P + MrJ ilF TS^-'O" OR T^f- 

««<-** OR T$=: M >=" THEN P^P+MlsCOTO 500 



WW 360 T5 <N23 : IF TS-"*" OR T$3"tt" OR T 
OR TS=«-" PR TSIl"< ,, OR TS = ,p >" TH 

EH 

r l> 170 IF ISO OR LTHES IP -HI, P-H13 - ,p = " 

THEH 420 

IB XQ0 IF P-LP+NOPAD + H V <Wlt>TH THEN PHIWT 
W>UT3T; M "jFS;" 11 j ! P=4* + N1 s MOP AD-HOP AD+ 
NZ;GOTO 430 

O0 3^8 NAME 5"" ";NAME^CMZ3-T^ :MAMESCLENff 

&> +N2> - T E MP = WI D T H - f P- LP* H0PAD3 : PRI 

Ml UUU h(J HAMf^CHl , ftMPl ! MCIPAD - H0 I P -P + 
HI 

BK 4 00 LP^P: PRIHT HOOTS T ; SPACED CN 1 * Nt + T Nl 
> ; NAMES CTEHP4H13 1 i If 7 TEMP + HK-LEH CKAME 
S3 THE M HOPAp-Ml 

MM 4.10 GOTO 430 

TJ 420 PRIHT ttOUTST ; LIHES CP,P3 J S P=P+N1 
ZM 430 IF P<-l_ THEH 120 

440 PRINT «(PU r S S 
m 4^8 INL-FM1*IHDENT i HIDTH-DMI DTH-IHL ; FL 

ALi-P- RL 'it 



9(1 


4h« 


GOTO ?B 


RE 


451 


ft£H 


AJ 


45Z 


REM INITIALISE PROGRAM 


RK 


453 


REM 


PZ 


470 


TRAP 760 


RG 


471 


REM 


QB 


472 


REM CONSTANTS 


RH 


4 73 


REH 


K LI 


480 


HO-0 : Hl-1 S H2 = 2 ! H3=3 £ N4 = 4 iN5-5 £ H5 = 5 


IJ 


4?0 


^IN SPAOE^C^OJ J^PACE$-" 



BA Sflft MM QUOTES <Mi3 £ 0U0TES = CHRS C341 
&H 510 DIM OIIEST? CN1> :OME5T* = "?» 
T0 S20 t>IM DEFCHR£ [Nl? i DEFCHRS-CHRS 
UL 530 TRUE=M1 : FALSE-NO 

DM S40 USEDEF-TROE : REM USE DEFAULT CHAR? 

GU 550 PAD = Tf?UE : REM PAD OUT OPERATORS? 

PN SGfl IHST-H1 : REH IHPUT STREAM 

Wfr B78 0UTST-M2 s REM OUTPUT STREAK 

HS 5S0 IND-EH1-N3 i REH HO. SPACES TO IHDEHT 

RJ 581 REM 

RH 542 REM 

AC 538 DIM LIMES CZ003 *H AME5 C20J * T* C23 
DH 5B0 P=H0 : L=H0 ^FHI=H0 I INL^NO ; FLAG-FALSE 
i MOP AD-NO 

RK 010 PRINT ""S+Source file >'* ; i INPUT »16 

,LINE5;IF LIHES= MM THEH 610 
MJ 520 H AMES = LINE % \ IF LEN CHAHE$3 =H1 THEM 

HAMES = "D : HAME^ CN3> -LIHES 

FR S3fl IF HAME5 CRZ # NZ3 = THEH 66 n 

LiO 540 IF LEN CHAMES3 >-R3 THEH IF HAMES <N 3 

,H31n THEH 660 

BF 650 H A HE S — * 4 J> : ■ ' : M A ME SIW33-LI WE S 

DI 000 OPEN ttlNS T » M4 j HO , MAHEf 

Kfl 57B PR1KT '^Destination >"; s INPUT ftlOj 

LXMCtlXP LINE*- - "* THEM 070 
My hBfl N A ME 1?~LIHE5 S IF L E H CM AKC$1 -HI THEM 

NAMES= 1I D ! 11 ! HAHES CH33 -LINE? 

CH 630 IF MAKES CN2 r M23 - THEH 720 

HM 7S0 IF LEH CHAMES3 >=H3 THEH IF HAHEO CH3 

,MJJr»i** THEH 720 
fl¥ 7iO NflME$ = '^i " ; NAME$ CH« -LINE$ 
AJ 7Z0 PRIHT " + Line Wi dth> B0 + + ' T ; i IHPUT ttl 

ft,LIHE5:IF LIfi£$ = -— OR LINE^ CHI e N1I<"0 





11 OR 


L LIMES CHI, H13 > J, ? M THEN 7ZD 




HO 


730 


OPEN UOU1 ST, 8 F ND , MAHE$ 




KT 


740 


DUIOTH-UAL CLXHES3 -N6 




ME 


750 


IF LIHESz^P:" THEN PtJPtE 735, 


DHIDTH 




+ H6 






MR 


700 


MIDTH-DMIMH 




ZR 


770 


RETURM 




RJ 


771 


REM 




RM 


772 


REH 




QM 


773 


REM ERROR HANDLE 




RS 


774 


REH 




GO 


780 


IF PEEK C1953 <> 136 THEH PRINT 


! PRIH 




T "Error ■■ ; PEEK C1353 ; " at line " 


;PEE«CC 




1861 +PEE K C1073 »2S6 






790 


CLOSE aiHST: CLOSE WDUTST 


1 
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PROJECTS 





As you may be aware, 1 recently recorded an audio 
cassette for Page 6 called World of Computer Music 
Making. The cost of producing this In a professional 
studio was prohibitive, so like many other music enthusiasts 1 
set up a small recording studio at home and did the whole job 
there. This meant I had to get involved In all aspects of 
recording music generated by my Atari 8-bit and ST machines, 
both from their internal sound chips and via MIDI. Co- inciden- 
tally, a number of readers have recently contacted me express- 
ing an interest in this topic, so It now seems appropriate to 
write an article or Iwo about the lessons I learned Perhaps it 
can save you some hassle If you want to record your own 
music on tape for posterity, or perhaps just to make it more 
convenient to listen to. 

Although the Music Making tape is MUM oriented it also 
includes sections on using the XL/XK and STs Interna] sound 
chip- 1 soon discovered It s not as easy as you d think to 
produce decent quality recordings nf chip sound. You can t 
just stick a microphone in front of the TV/monitor's louds- 
peaker and press the record button. The results are dreadful, 
owing to the dire quality of the audio systems in most TVs and 
monitors. Also, the microphone will pick up all sorts of back- 
ground sounds to further degrade recording quality, For best 
results you need to inject the chip sound directly into the 
recorder s line inputs, completely bypassing the TV/monitor 
audio system. 

But how do you get at the audio signal? Well, the XL/XE 
machines have a ISO degree 5-pin HIN socket to allow rhr 
connection of a proper video monitor. One of its pins carries 
the required audio signal, and you can use it even if you don! 
have a video monitor. It can be fed directly into a cassette 
recorder s line input or even to the Aiix (auxiliary) input on a 
hi-fi amplifier. To tap this signal you need to make up a 
suitable cable to connect that monitor socket to the appropri- 
ate amplifier or recorder inputs, I used this method to record 
my 130XFS sound chip playing Twelfth Street Rag" on the 
Music Making cassette, and 1 must admit it produced highly 
acceptable results. 

The sound output from the monitor socket comes from a 
single pin and is therefore only single channel (monophonic) 
sound. Most people want to record onto a stereo cassette 
recorder of some description and this usually requires two 
channel input. You can provide it by using a twin cable to split 
the computer a sound output into two and then feed each part 
into its own input channel on the recorder You re unlikely to 
find such a cable ready-made in the shops, but you can build 
your own for about £3, 



MAKE 
YOUR 
OWN 
CABLE 



Fm always in favour of making life easier, so 
instead of building the cable from scratch you 
can modify a standard cable, as this saves 
some of the soldering work. So, go to your local 
electronic components store and buy a 1B0 
degree 5-pin DIN plug and a hi-fi connection 
cable that has two phono plugs on one end 



John S Davison explains 
how to record top quality 
sound directly from your 
XL/XE or ST 



and two bare wires at the other. If you can t obtain such a 
cable gel une with two phono plugs ai each end Instead 
possibly the most common hi-fi cable around! Your local 
Tandy store is probably the best bet for buying these, and 
should be able to help if you re unsure what you need. 

Moat hi-fi equipment uses RCA phono plugs for its inputs and 
outputs, so I'm assuming that's what your cassette recorder 
and amplifier have. If it uses something different then you 11 
have to modify these instructions to take your particular re- 
quirements into account. 

Having obtained the parts, you now have to solder up the 
appropriate connections. This needs care, as DIN plugs aren't 
the easiest things to work with. I know many of you have never 
attempted anything like this before, so here's a step -by-step 
guide to how it's done. 

SAFETY NOTE don't attempt making this cable yourself 
unless you know lnow to safely use a soldering iron. If in doubt 
get someone with the right tewel of skill to do the job for you. 

STEP ? . Disassemble the DIN plug. It usually consists of four 
parts: two metal half body shells: a circular insulator holding 
the Jive pins; and a plastic cover which pushes onto the back oj 
ihe plug, holding everything together, 

STEP 2. You'll make the soldering job easier If you clomp the 
circular insulator gently in a vice, so it's held with the back end 
of the pins facing upwards towards you, oriented as shown in 
Figure L 

STEP 3. If you have a cable with two phono plugs at each end 
then cut the plugs off one end and discord them so you can 
attach the DIN plug in their place. Cut the cable close to the 
plugs so goitre left with two short ''tails" of wire. 

STEP 4. You should Jind the cable is of the shielded variety, 
so each of the tivo wire "tails" consists of an outer fine mulii- 
sirand wire shielding and an inner signal cortductor. also of fine 
midti- strand wire. CarejuHy strip about half an inch of the outer 
plastic sheathing off the end of each tvire tail to expose the 
underlying shielding wire. Pull all the strands from both wires 
to one side and twist them tightly together to make a single 
shielding wire jbr soldering. This should expose ihe two central 
signal conductors in their plastic sheathing. 
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STEP 5. Then ueru OGne/uJk; sfnp rj/now? rj qrirrrrVT i'nHj .srr-n'or? 
of the sheathing off each of the central signal conductors io 
expose the multi strand wires inside. Twist the strands of both 
signal wires tightly together to make a single signal wire for 
soldering* 

STEP 6, "Tin" the ends of the t wo wires by immers ing each for 
a few seconds in molten solder on the tip qfthe soldering iron. 

STEP 7. Ttiread the DIN plug's plastic cover onto the cable - 
before you start attaching the plug! 

STEP 8. Now for the difficult bit, soldering the wires onto the 
pins in the back of the circular insulator. First solder the 
shielding wire to pin 2, the middle pin of the Jive. Then solder 
the signal conductor to pin 3, the one on the far left in Figure i . 
Ideally, you should insert the tip of the wire into tiie end qfthe 
pin andjlow molten solder down around it. Wfienever I try this 
the wire always seems ioo thick to fit into the pin, so I usually 
end up soldering it w the outside of the pin instead! This is OK 
as long as it's FIHMLY attached to ihe pin. Also, don't use frxi 
much solder r or you 11 end up with a solder "bridge" between 
two pins, shorting them out. 

STEP 9 r Remove die circular insulator from the vice, and 
press the two metal halfsficlls hark into place around it. One 
half shell usually has a cable damp, so place die cable in this 
and bend the damp's ends over to grip ft Filially, push the 
plastic cover firmly over the metal body shells to lock event thing 
in ptoce. The cable i'.s now ready for use. 

To use the cable, insert the DIN plug into the XL/XK's 
monitor socket p and the two phono plugs into the left and right 
channel line inputs of your cassette recorder. If you're using a 
mono recorder just use one of the plugs. Now boot up a 
program that plays music on the computer and you should 
now find you can record it. 

You can also plug the cable into the Aux Input on your hi-fi 
amplifier, and hear that 8-bit sound as you've never heard it 
before! if there's no Aux Input on your amplifier you could try 
other high level inputs, such as CD or Tuner. 1 suggest you 
turn the volume control io minimum and switch off the ampli- 
fier before plugging and unplugging the cables though. Just to 
be on the safe side. If your cassette recorder is also connected 
to the amplilier you should now he able to make recordings 
from the computer as from any other source, 

RECORDING THE 
ST'S SOUND CHIP 

STE owners are lucky, as their machines already have audio 
output sockds for direct connection to amplifiers and recor- 
ders. Oilier ST users should be able to employ exactly the 
same principle used with the XL/XE to record the STs sound 
chip. The only snag is, the ST uses a special 13-ptn DIN plug 
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Figure I - XL/XE Monitor Socket Connections 
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Figure 2 - 


ST Monitor Socket Connections 


Note - the t 


lutgrams are Jrom the external 



socket view, Le. ihe same view you get when 
soldering the wires into the back qfthe phig 



for its monitor connection, and these arc much harder to find 
than the XL/XE"s 5-pin variety. However. I've recently seen 
t hem advertised by Swit chsoft of Darlington (phone 
trA'25 4 H 2454) for £3,50, so call them il you want one. Swiich 
soft also sell a ready made lead with the ST monitor plug on 
one end and two phono plugs on the other for Just £9.95. I 
haven't tried one, but il sounds like a great Idea if you can't 
lace the hassle of making your own. 

[f you do want to make your own. refer to Figure 2 for (he pin 
connections on the STs monitor plug. Then follow the steps 
described for making the XL/XE plug, but use the ST plug s 
pin connections instead. 

I actually used a different met hod when recording the ST 
sound chip for the Music Making cassette, as I was unable to 
obtain an ST monitor plug at The time. I connected the ST to a 
Philips portable colour TV via the usual RF cable connection. 
Trie Philips has an earphone socket, so I made up a cable to 
connect this directly to the recorder input. You have to be 
careful with the TV's volume setting though, as il also controls 
the level of the earphone signal. Trie sound quality probably 
wasn't as good as a direct connection to the monitor sockei , 
but was still far better than recording with the microphone and 
loudspeaker method. 

That's all for now. Next time I'll be looking at some low cost 
recording equipment you can use with your Atari, and how 
MIDI can be employed to control and extend Its use. 
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Paul Lay 's version of an ST classic 



Hot Blocks is a version of one of the most successful games released on the ST t a 
simple yet utterly addictive game in which you direct different shaped blocks falling 
from the top of the screen so that they form completed lines at the bottom with no gaps. 
Every time a complete line is made, it is removed and all the other uncompleted tines are 
moved down. The game is over when the screen is full up with uncompleted lines. 

Falling blocks can be moved left and right by moving the joystick accordingly. They can 
also be rotated round by pressing the the trigger. It is possible to drop the block 
immediately by pulling the joystick down. 

Points are scored for every block which is used. The game advances onto harder 
(faster!) levels when the appropriate number of completed lines are formed. 



TYPING IT 



1. Type in the listing using TYPO 3 to ch«N your work 

2. SAVE or CSAVE a copy before you run the program 

3. RUN the program which will check your typing as it 
proceeds, If any lines are incorrect correct them and run 
the program again 

4. Prepare a blank tape or disk and Indicate which version 
you require 

5. The program will create a boot tape or AUTORUN disk 
(ensure that your disk has DOS written to it) 

G. Reboot and play! 



CONTROLS 



Blocks are controlled by a joystick in port 1 
Press START or trigger Lo begin at level 5 
Keys 0, 1, 2, 3, 4, 5, 6, 7, B s 9, begin at the 

specified level 
S key toggles sound on or off 
Spacebar pauses. 1 resumes game 
ESC aborts a game 
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HOT BLOCKS 



EI i RFM MMWM U KK HHXXTi M M MHH -H*WMW WWJfB W M-M-*r# 

TM 7 REM 41 HOT BLOCK5 * 

LR 3 REM * lnj M 

e*( * RE H * Pail I I ay * 

EC 5 ftEM *t — * 

DZ & REM ft NEW ATARI USER OCTOBER 1 30 * 

HN S REM 





If? GRAPH 




TA ft, 1 , 2 




O, 11,12, 


w/ 


£0 FDR I 




IS? 5? M 




* CHECKI 


HV 


33 Trap 




TO 1558 


HG 


48 READ 




EEKC104J 


FC 


50 IF LC 


ei 


60 FOR I 



C CCO&ES 1X3 3 -483 + HEH CA5C (CODES 1 1 + 13 > ~4S 
3 

LI 70 If MRITIHG THEN PfcIT ttl.BVTE^KEHT I: 
READ TOTAL:? . HEH T LINEZCLOSE Bl ' ? 
FILE CREATED" EE«D 

HI SB C5=C5*»YTE*NEHT I I READ TOTAL : IF CS = 
TOTAL THEN ? : MEHT LINE t GOTO 100 

5V 98 ? 11 BAD DATA'* i END 

AF 108 ? S? CREATE FILE" " 7 "C , CASS 

ETTE CB00T3"i? "fe . . ,&ISK fPIKARY LOAD 3 
l+ rPOKE 764, 255: TRAP 190 
GH 110 K = PEEK C 7643 2 IF K = Z55 THEN £10 
HU 121 POKE 764,255 Sir K = 5G THEM 158 
GH 130 ? "READY CASSETTE AMD PRESS RETURN 

"i iopeh tti , e , ize, ™e : : 7 : restore zee 

ZD 14* FDR 1-1 TO £;REAP JfPilT ttl f J ! KENT 
li? ;? WRITIHG CASSETTE FILE" ! HR I 

TIHG=1?GOTO 30 
HO 156 ? -INSERT DISK MITti DOS AND PRESS 

RETURN"; i POKE 764,253 
GR IGO XF PEEK 4764 J <> 12 THEN 168 
IN 170 POKE 7 64,255:01*^ ttl f 8 , 9, 1J D ! AUTORU 

H.S¥S M s? ; RESTORE 218 
MU IBB FOR 1=1 TO 6 ! READ J ! PUT ttl, J: NEXT 
I:? :? ip tHH* WRITING DISK FILE*" ^WRITING 
=l;GOTo 38 
fiS 190 ? 1? "ERROR OPENING FILE 1 ' SEND 
ZT ZOe DATA 8 , 22 r Z4&, 47, 15Z, 40* £4, 
IT 210 DATA 255,259,0,40,121,58 
HM 1000 DATA 800880066008888055555 5555555 
5 55 5 A A A A A AAA A A AAA A A A FFFFFFFFFFFFF F F F A F 
EBFAB£AF£fiFABEF5F5F5FS5f 5FSF5F , 7140 
lfliB DATA 596959&9&*ft959fc9696A&A*A6AlA 
666 169 A 9A9 A 9 A9A4 904055696 963636 3636955 
5 5 AAAAAAAA ft A55 0 0100 8888 0888888, 44 36 



oa io?o da i a oiHt.ifi^u^iittHHM^coe^oezeooeeeo 
oeeoo#cefl08ft0 2aoo«aoo88B3BOB8eo8840888 
oeoooooB30EC30oce40caoooeoeoee, 833 

hp ipso o at a oeeeoooe2030oeeezoBF34A3@08D 

HI-l>4A9?7m>flCPft4 A?nnfiDOBPZA9O3&i}0F®Z?0A9 
5^tiD0tittZA3 3 ASDO3Q255Z0F 536 A9B0 ,4 003 

OF 104O DATA ttl> 5*7 <A 7 p Hh U A3H Httpa* P4 A 934a& 
e2&4A33 28DO3D4A930e?>e9D4 2 00 934 2856 32 20 
DF34A?FF&DD7348DDB34A912aD183 2, 52 41 

GU 1059 DATA A900e&l A 32 ADO AD22 307C 307F0F7 
AABDlF32ftftlB3?20a#34At>A734F0034CEl>31A? 
0 33D3B3 9AE2S32BD27 3 2 AA2BBE3 A AD a 4 94i 

RI 10&O DATA 523AFee34CF7312836392eD93428 
B*= 34EO0ZD8OBA9FF8DD734O&D834CA1ODD2OB4 
3 Z A D E> 734 0 l> 1 D 3 2 A 9 FF 8 D D 7 3 4 A d> I D 3 2 , 5602 

EM lOPO DATA D 0 2 5 A E IB 3 2 S E 1G32BD3E33BD1B32 
2BA834ADA734D88OA907BD9C 392004 324C7731 
AF1C320E1B3ZA1>1>B34#D1E3ZA9FF8D , 4 633 

HI lOBB DATA DB34AfrlE3229O2F03AAD4E322983 
F r OllADlE3Z2364FO2ZAClA;?2CO0ClA3 24COS31 
AE1832 8E1932E8BE183Z28AS34A&A7, 42 92 

ft. 1098 DATA 34D831Z8B4324G9731AC10320EL9 
^2tA4CA831AClA3ZC8BClA3Z8C99392flA834AD 
A734DQ1$?#D9 34200^3423363 9Z0B4 J ,4&Z6 

HO 1188 DATA 324GC531 AE19 328E18324C973 1 A3 
888D3333ftClA3 2D8QC200 23?28A5 3620E3394C 
RfK*033BClA3 2 28B4 32A9eaaD9A3*20 J 4 453 

NU 1118 DATA CA352Q8B3G4CEB3O8B8&BQOilQ084 
000882068700^1 18314 121OOE0COAO8O&O534 
030 2 8170 7O7044 AO 2 4 0404 0434040 4 , 1541 

AH 11Z0 DATA 0404048404840404040404048484 
»4? ! 0^ffQ606413 4 3Za?B8S5CCA92385CDA98eAZ 
ll>A90OA0279lCC0ei0F^A5CC166?Z0 , 3641 

00 1130 DATA 85CCA5C&698OB£C»CA1«E750A9OO 
e5CDAMA320A0AOA85CC0AZ6CDOaZ6CD65CCB5 
CCA5CD69d885C&AD18 32ia65CC8^CC , 5592 

UU 1JL40 &AT A A5€D5^^05€DA90ei065CC85CCA3 
Z465CDQ5CD6B28 7C32AE1BX2BDS13185CEBD64 
3 3B5CFflZ04AO00BICEFO0451CC31CC , 5977 

MH 1150 &A I A C:0C0O4DOF3A5CC16692665CCA5CD 
6 90885C&AbU£±B5^O4O5€EA5CF&?eeO5CFCOE>O 
!>468eOZ87C 32AElfiSZBD5133a5CE0D, 621^ 

&T 1168 DATA 64 3385CF A 2 04 AO905 1CCF00 AO 1 OE 
F«8Ga9818OE33 2 68CaC004l>0EDA5CClB67Z0O5 
CCa5CD69ee85CDA5CE10698485CEA5, 5J14 

10 1170 & AT A CF63O865CFCAOOCEA90OODF3?250 
01&B0304 850206000^0 AO70eO^0EOFieOi>lZ 11 
77&797A7B7C7D7E7F707172 7374 757, 4867 

KC 11A8 DATA 677707973333333333333333:3334 
3 43434 3434 3 4 343 4 34O00L0#00edOlOO00Oe01 

oo^oooo i oeeooeeoooeoaoeeooeeoi , 1492 
kk 1190 *ATA OlOloieooooeooeeeoeeooozozez 

OOOBeeO28eeOOOOO0B8OO88eeB8OO2O2O>OOOO2 

continued * 
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T8 1*00 BATA B202BZ008B000B00BB07800088e2 

08000282000000880088000800080008000003 
0308000 3B30Bti0O80808tt083B3tf:so0, 41? 

aa00B3BA080888B08Be8BfHm00800W&3000 3H.t 
Q3Q0fifli+!i000000fMJ0O000O8#3B30e&0 j 1441 

5E 1228 DATA 8083000088838880080888800088 
000404 00B000040480008000B0l§O0 4 0008840 4 
08000 40008008800800084 34448000 t 596 

-J& DATA 040800008000**000000000848800 

0004 648088848800008088888888840 8888484 

848088008088880088808034800084, 1452 

HD 1240 OATA 0480080084800088000000888088 
08808585086585 000 0 0080 0000888 JiftBOOO 88?* 
H S 41 & 0 0 BB B 5r8 0 0 8 Z 0 F 4 L £ 2 A D F 3 i£ 7 f" O 0 6 , Z3&6 

BF HZ50 DATA A9B18& A7346820B432 A90Oa& A73 4 
&0AD8BP4&0FBA0D7:S42D iBP0fl&&7 34ADI>8342D 
08$3a&DB346000eBADBB04FBFBG0A2 , 5832 

HZ 12&B &ATA 48AB8AI)2293Ff;9iE3BB8C92aiBF3 
C9ia30EFSBlB32A&aADZ29!FC91Al8F7BDlA3Z 
287GS2ADBA&22907iB6*8BAeB09l£E:, 4529 

I M H27B DATA CA»BCEAS09B&AE24&I>B9Z4A5&&a5 
CCft92485C&A214A3e6A08891C:CA000*lCCA5CC 
lB692385CCA5CDfc900B5CDeAD0E6Ar,&653 

HY 1250 DA FA 07A0BB91CCA988AB0B91CCA90AAB 
aA91DCBS0OFBA9BA8&16I>0A3FC&l>17D0A?S6aD 
18BBA«08D19&8A227BD8tt35*IHB28,609 5 

JC 12*0 DATA tAi0F7A5086DZC3620B335A92E>BD 
00eZA9368rJ8102A9e»8»0ED4ft0082C253&25ZC 
e0086C&*0E&5730800B3A3AF82A5BB J 4236 

FF 1306 DATA B000180BBB080O0850585008B00O 
70^09e9B9BAE2632BBtt&35BD27ZB&0JL 8111213 
14151817181981^800283883:32818,2781 

*E 1318 DATA 69BlC99ftDBB9A*989D332aCAlBEE 
50SI>33ZB5BA282BDZDSS8.iB69BiC*5AI>00?A358 
?D2DZBCAiBeEG89D2828AE2632EO0C;,4994 

BC 13Z0 DATA D0Bl60AB2C3&i8698IDDAF36F004 
BDZC3*frBE8a£283220B335A9008fr2G3880Za2B 
2J23 1E1E191 9141*1 4147F804BBA4B ,3570 

MF 1330 fcATA A 3>E B 9 &8 9 D 4 A 2 0 F BO 5 B 3 ft 8 & 0 HO 4 8 D 
16&0B06B368Di7DBBP7B3&BDl8!>BCAiaE&A93B 

BD8AD4BD89E>46aAA6R4 0Bfti.ElG4A18 , $589 
UJ 1-348 DATA 161&B800 9696*8*A9C9E0BFC4E4C 

4A484G46eeB8AGA6A0AAACAE8036Di=8C0A86D& 

Dft0B&8fl60ft088A0CeEO0A9CFBeCCA3, 4968 
5E 1358 DATA 2785CDA28flAee9JSlCCFBeiE88*J-B 

F0EB0BF014E80AF011A5CG3&e*28B5CCA5CDE* 

BBB5CD4C«366BZ0E335A5t;CB5CEA5, 6471 
SM 1360 8ATA C085CFA5CES8£928a5DBA5GFE9B8 
lAZOBABBSBlPBDBBlEO^lCEaBlBf fit Oe&DO 

034C9338 A5CC30E9Z&85Ce A5CFE98B , £885 
PR 137ft DATA 85CF4CCI3&Z8BF34AiM9BDB21MA9 

37BDe3D4A96&aDBBBZA*37BPBI.fl2A*8BBDeED4 

108* 34ADi00BDBB6fl ^ 0580 Z63280AP # 5147 



F¥ 138© DAT* 1F08Z90 l-F OF 3 A&5B3 AA0FF8C5& 3ft 
AZ0 5&&3F3/FO06CAi*F84CF53^eE26 3 2 603 21F 
lElAiaiDiB333530707B707D0047DD r 4998 

MM 13?0 DATA 377flrtb700fr700&70067B06700670 
06/41077606414 S3 74BBA4B984BA7 I GACDB3 /at 
^AP48C160B88€ A&OF&AZ ^fl A9F7 AWHti * 48 2 J 

MM 140ft DATA BD tl Ar>48&I6D08C18D&3eE 9B1C A 
DOF0AZ06ACDB37RC0AO4 8C lb&0C&CA&eF6AZ<+H 

aCOAD4eC160 088CflD0F&A947flij9Oll2 J 6 8S0 
1418 D A t A iBSD0Ai]r4aDi6D0«C18DB3fte901Ca 
CAD0* OAC&C37eftf:00OI>B0?ACBB37C8BCDB37AG 
4inBCDC3 768 AB6a&A684B0BaO000B00 p 5675 
JY 1420 DATA 8800 2BZF340822 ZC2F 232B33BB80 
HUM &00O0it0H«2 23 9OOBf!alB5fiC«tSfl I8E&BAt fll 
6 98O000O0008000BO000 232FZE34 3Z, 22 2? 
P0 1430 PA T ft 2F2C3388000B000880B3B4Ai02B4 
BFB482A9A7A7A5B29&ZZ252 729ZE008BB0B000 
O0i00E0E19£AACA5B6A5ACaaBBB800, 3669 
KJ I44B DATA 808888880088888 J3AB833 ZF352E 
2 4 0O00Q 80008 BB8880000B25 3323 2138 Z 51 A Al 
A2ArB264@OO00B0088OO0BB3B8AlA3 ^ 2388 
OF 1450 DATA A5 A 2 A1BZ9 A3021353325000O8O00 
0000a000282927Z8005323ZF32Z^0O0B0(S*»a8 
2C2538Z52G0090B8332 32F3Z250090,2l4B 
IU 1460 DATA 509B9890BBA24020BF3420&934GA 
D0f , 720BF34A900SDBED4ft9EBaBB9D402B3 9Dl& 
D0CA1BFA0911BD82&4A93 9BD83&4A2 , 590£ 
JJ 1470 DATA 0023BF348E16M20&9342&BF34Z0 
fr33420BF342 0D9 34E0E010l>8E&A2 4020BFS4£0 
D9 34CA&0F7AZBF28BF348eiGEpB20D9 J 5542 
IK 1488 DATA 3 4£ 0 B F 3 42 009342 88 F 3 4 ZB D 9 3 4 C A 
A0Ea687070707B7B7070707B7B70472Z39411i 
3 9008 00888000827212 D25082F 3625 , 3575 
UI 1490 DATA 32B08flB00B00A&5i3AB00J_fc0AG9A 
3*30tBS99D3*BI>07D2B^63mBD06028a8C9A3:* 
Ae9B393&10B9AF"39B&85P2B9B3 3 98l>, 4986 
RK 1508 DATA 04DZ*5aC9B3*AC9C393010B90739 
8883D2B9BF3fBPaZDZ88BG9C39A0*9393B0AFB 
89 B D 88<P 2 A 9 A A B D 8 1 P 2 6 6 A 9 8 f J fi & B O D Z j 5 5fe 3 
EA 1518 DAT A 8 08 1 D 2 A 9 F F 88 993 96 8 F F FF F F F F 8 8 
4F4F4F4d4A4B4L442e8&0aS9B98A8A6BBB800AA 
ACAE&030 2€2888Z02a2A2ftZC2C2C0O, S829 

HP 1520 P ATA 4O4840404B4840A9B8fl2879D08ft2 

CA10FA60A9Ff r ftD59I90D9A3«O9B3*BD9C394t 
C 7 3 * A 2 08 B D 9F 3 8 D P 3- 3 2 83 0 0 ABB 1 E E 8 , 5289 
KG 1538 DATA E885D8F 14C803 A AZ84BD33 ZB^D^F 
IBCAXBF7AC2i3ZB&Bfr3509BB8D973B60AP583A 

C9FFD88l68C91C8fl0aA9FFa8S23A4C,p 5691 
ZI 1MB DATA 483AC93ED8BE ADS13A49f F8&513A 
Z0D2394C4B3AC921B813A5FF8D583tA28C739A0 
6B3A€9FFF8F*C921G8F5A>FFaD6B3A,6177 

LU 1550 8 AT A &0FFBBAD8*P2 885 B 3 A 8£ 4 8F "F £ 80 2 
£1829830008888880088088888888888800888 
B88B0000B0880000B0E88Z£1829O38 f 2782 
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J 




Good news? Not just a 
' new game but a new 
release from a new 
company to the Atari scene 
called Hi Tee (don't they make 
training shoes?) who now have 
a number of games lined up 
lor your Atari. SPACE RIDER 
JET PACK CO. is at present 
the only original game in the 
batch the others are re-pack- 
a^ed oldies from Kir si S1ar 
but hopefully there will be 
more to follow ill the near 
future. 

in litis game you assume the 
role of Chief test pilot for the 



Title: 


SPACE RIDER JET PACK CO. 


Publisher: 


Hi Tec Soft wore 


Price: 


£2 99 cassette 


Players: 


1 


Loading: 


nw 


Reviewed by Pauf Rixon 



Space Rider Jet Pack Com- 
pany who have just finished 
work on an experimental jet 
pack known as the "S M. 
M K8'\ The company have sent 
you on an expenses paid trip 
to (he 23rd planet (a hostile 
environment with unusual 
gravity and alien inhabitants) 
to test out their new contrap- 
tion. Coincidcntally, the 
planet is a source of valuable 
minerals used by the S.R. re- 
search laboratories so to kill 
two birds with one jet pack 
you have been politely asked 
not to return without a sub- 
stantial quantity! Naturally, 
the aliens aren't exactly thril- 
led with the prospect of you 
stealing their minerals so you 
can be stire there will plenly of 
nasties awaiting your arrival! 
Your job is to guide the test 
pilot through the dangerous 
caverns, collecting minerals 




and avoiding the many traps 
and adversaries. Your charac- 
ter Is large in proportion to the 
size of the playtleld, so the ob- 
stacles can be quite difficult to 
negotiate. You can shoot at 
aliens, but they retaliate by 
homing in on your position at 
astonishing speed. The cavern 
complex is huge and mapping 
may be the only way you will 
ever find the entire quota of a 
hundred minerals. The 
screens flip 1 rather than scroll 
but the graphics are nicely 
done and (Jiere is a good varie- 
ty ol animated aliens, barriers 



and traps. Unfortunately, the 
sound is of the familiar low 
standard associated with 
much Atari software, but this 
is a minor gripe in a game 
which has many commend 
a hie features. 
It takes a brave company 
nowadays to launch Into the 
8-bit market but Hi Tec have 
done it admirably. Congratu- 
lations to them and due credit 
to P.A,L. developments, the 
originators of this, and many 
other recent Atari games. 
What are you wailing for? 
Rush out and buv it! 





ROULETTE SIMULATOR 



Forget the pools, never 
mind the races - Byte 
Back oiler you a 
chance to break the bank and 
win a million the easy way* 
with a painless gamble on 
their new ROULETTE SIMU- 
l-ATOK. 

You start the game with the 
grand sum of £5000, gener- 
ously donated by the casino, 
Although you might he temp- 
led lo spend this on a ear, a 
holiday or 500 years subscrip- 
tion to New Atari User, unfor- 
tunately the rules supulale 
that you have got to use it (or 



lose it) on the roulette wheel. 
The computer displays the 
table of numbers and the piles 
of chips and waits for you to 
plat c a bet. There arc len dif 
ferent ways to gamble with 
associated odds. Kn Pleiri is a 
single number bet and natu- 
rally has the highest odds at 
35- L Kn Carre gives you four 
numbers in a square at S-l 
whilst the more cautious 
gamblers can place their chips 
for a single roll mm of num- 
bers - Colon ne at a reasonably 
probable 2- 1 . The various 
combinations are all explained 



or] the cassette Inlay. 
You can place up to a max- 
imum thirty-two bets before 
settling back to watch die 
graphical delight of the roulet- 
te wheel spinning - definitely 
the most Interesting part of 
this game. The accompanying 
sound though, a sort of mi if 
fled scratching noise, leaves a 
great deal to be desired f Up to 
lour players can compete, or 
the computer will stand in for 
a one player game, Only one 
joystick is used, so the players 
must either designate a 'eon 
t roller' or pass it around for 
each go. The proress of drag- 
ging the chips io the required 
numbers is quite frustrating 
as the joystick pointer fre- 
quently "drops" the chip you 
are moving or refuses to place - 
it in the position you intended. 
Trie controls are unresponsive 
and inconsistent and 
annoylngjy, you are required 



to manually clear the table be- 
tween every go - even though 
you have no other option than 
to do so! IF you run out of 
money there is no indication 
or warning and the computer 
Simply continues to play by it- 
self. This doesn't exactly en- 
courage perseverance! 
Apart from the rather nicely 
animated spinning roulette 
wheel, I'm afraid I can't find 
anything positive to say about 
Roulelle Simulator at all! It's 
dull, frustra ling and. in 
places, downright unprofes- 
sional! Byte Back can dev 
much better than this. A dis- 
appoint ing effort. 



Title: ROULETTE SIMULATOR 
Publisher: Byte Back 
Price: £2.99 cassette 
Players: 1/4 
Loading- 16' 10" 

Reviewed by Paul ftixon 
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Reviewing another 
mld-prtced game from 
B.Ware presents me 
with an opportunity of apolo- 
gising to I lie DAX 1 program- 
mers (whoever they may be! I 
for confusing their initials 
with the name of a certain 
well-known washing powder 
in a previous article. Sorry for 
the slip-up, guys!! 
As if in retaliation, rny review 
copy of their latest achieve ^ 
ment. A-ZONE. arrived with- 
out any packaging or instruc- 
tions - 1 cannot, therefore, give 
you the official plot of this one, 
although judging by DAX's 
previous efforts iL is almost 



Title: A-ZONE 
Publisher: B.Ware Software 
Price: £4,95 cass/ 

£4.95 disk 
Players: 1 
Reviewed bY (tixon 



certain to involve aliens, 
monsters and the world s des- 
truction - and similarly 
pleasant topics! The game it- 
self appears to be a fairly 
standard mulLi-Hcivrn plat - 
form game in which your job 
is to manoeuvre a character 
through various passages col- 
lecting mysterious boxes and 
avoiding eon tact with deadly 
laser barriers, Die-hard arca- 
dians can optionally invoke 
alien defenders' to liven up 
the challenge although they 
are relatively pleasant when 
compared with the biggest 
hindrance, which Is without 
any shadow of doubt the 
OBNOXIOUS sound! Even 
Escape* (see review in issue 
48] is given a solid run for its 
moneyt 

A further complication is im- 
plemented in the traditional 
fashion by an ever-decreasing 
energy 1 supply, although it's 
not as much of a problem as it 




initially seems The supply is 
replenished by accumulating 
points, and these are gained 
by, among other things, trave- 
lling from one screen to 
another, so some devious 
skipping across the bound- 
aries can often get you out of a 
tricky situation. There is also 
an optional 'continue mode' so 
that if you lose a life, you 
begin play with the new one at 
the point you had previously 
reached. The graphics are 
reasonably clear and colourful 
and the joystick response is 
surprisingly good - but 1 have 
some reservations when it 



comes to the Important sub- 
ject of lasting appeal. 
There's not a great deal more 
I can say about A-Zone - it's a 
very simple game that is not 
outstanding In any respect 
but it is quite playable and 
may well appeal to those who 
were bought up on Caverns of 
Khafka (who remembers that 
one?) and the like. If It sounds 
up your street, don't rush 
down to your local software 
store as A -Zone is only avail- 
able directly from B. Bytes, the 
Hinckley based computer 
dealer, whose advertisement 
you should find In this issue. 





SUPERMAN 



Yi otfve seen the film, 
read the comic, worn 
the outfit and whistled 
the theme tune - but have you 
played the game? No, it's not a 
bird or a plane .,, it's Fernan- 
do llerrara's SUPKRMAN from 
First Star, re- packaged at a 
bargain price by Prism; 
He came from the planet 
Krypton with Incredible pow- 
ers and abilities. He s man- 
kinds champion in the eternal 
battle between good and evil 
faster than a speeding bullet, 
more powerful than a locomo- 
tive and able to leap skyscrap- 
ers In a single bound. Super- 



man's quest is to rid the 
planet of arch-enemy Dark- 
seid, who plans a reign of ter- 
ror and destruction! That's 
dealt with the raiher alum 
darit hype associated with this 
game, so let's move onto the 
relatively straightforward ob- 
jective which is to round-up 
the citizens of Metropolis. 
Darkseid seeks to imprison 
the people whilst, of course. 
Superman's job Is to save 
them. The player who even- 
tually acquires the most 
citizens, or whose opponent 
runs out of energy, is the vic- 
tor. In a single player game. 



you can choose to command 
either character. 
Metropolis is divided Into six 
screens representing the 
streets, sewers and tunnels of 
the city. The players must col- 
lect a pre- determined number 
of objects to qualify for trans- 
fer to an adjacent screen - the 
intention is to guide the 
citizens closer to the respec 
live headquarters where they 
add to the overall score. 
There's a further complication 
provided by 'combat zones" 
preceding certain locations in 
which the initiating player 
must win a direct battle with 
his opponent to advance onto 
I lie scqiLLl-cd sn i-ni. hmli Su 

pcrnian and Darkseid have 
special powers to inhibit each 
other's progress Superman 
can activate a heat beam 
whilst Darkseid has an 
Omega Ray with similar prop- 
erties. Deflectors positioned at 
street inter sections divert 
these dangerous emissions 



and are also useful for chan- 
neling citizens in Ihc desired 
direction. 

I have to admit that Super- 
man has never been one on 
my favourite Kirsl Star games 

despite the pleasant graphics 
and novel theme, I don't rate It 
highly in terms of pi ay ability. 
As a one player game a tends 
to become rather boring, but 
two player mode with two 
reasonably matched oppo- 
nents is potentially more ex- 
citing - so if you really have 
watched the film, sported the 
outfit and still have an appe- 
tite lor more, why not search 
for some human competition 
and grab a copy of Superman! 



Title: SUPERMAN 
Publisher: Prism Leisure Corp. 
Price: £2.99 cassette 
Players: 1/2 
Loading: 9 '45" 

R&viewed toy Pout Rixon 
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TOP 10 CASSETTES 



TOP 10 DISKS 



TOP 10 ROMS 



SPECIAL OFFERS 



Jewels of Darkness SOLD OUT 

Draconus 6.95 

Plastron „„ 7.95 

Speed hawk 7.95 

Kick Off , 7,95 

Hawkquest 7.95 

Druid .. 4,99 

J^ta r i A.c gs >■ p. pi pinion 4ii3'5 

F-15 Strike Eagle 8.95 

Black Lamp ... 7.95 



Kick Off 1 1 .95 

Infiltrator i.*.*.*.*.^..... 9.95 

Gauntlet 9.95 

Hawkquest 16,95 

Jewel s of Da r k n ess SOLD OUT 

Flight Simulator II 24,95 

Plastron ......... 9.95 

Warship 19 95 

The Count 4 99 

Bop n : Wrestle 9.95 



Star Raiders , 9.95 

Hobotron 9.95 

Donkey Kong J r 12.95 

Desert Falcon > 14.95 

Ms, Pacman 12.95 

Designers Pencil ► S.95 

River Raid 8.95 

Rally Speedway 8.95 

Pole Position 12.95 

Donkey Kong 12.95 



5.00 
7.50 



Pacman (ROM) 5. 

Jousl (ROM) 5.00 

Food Fight (ROM) 
Sargon III Chess (D) 

Eternal Dagger (D) 5.00 

Silicon Dmams (D) 7.50 

Silicon Dreams (Cass,) ... 5.00 

Colossus Chess IV (Cass.) . 4. 

Spy vs Spy Trilogy (Cass.) .... 5. 



Blinky's Scary School 

Titan 

Head over Heels 
Yogi s Great Escape . 
World Soccer 



M H II II I. 



TOP 20 BUDGET CASSETTES 



2.99 Joe Blade II 2.99 

2,99 Space Fitter Jetpac Co 2.99 

2,99 Ninja Commander 2,99 

2.99 Chuckle Egg „, 3.99 

2.99 Who Dares Wins II 1.99 



Gauntlet 2.99 

Living Daylights 2.99 

Pro Golf 2.99 

G ho si busters 2.99 

Speed Ace 2.99 



Kick start ■.*.»... 1.99 

League Challenge 1.99 

Spooky CastJe 1,99 

Gunfighter 199 

Pro Mountal n Bike Sim. H „ 2,99 



GAMES 



Cass. Disk 

Kicfc-011 7.95 1 1 .95 

Summer GamBS 12 95 

Smash Hits 1 - 5 & 7 6.99 

(aach) .,, „ 

Lrvlng DayMghifi 2,99 9 95 

Trivial PufSLHt 12/95 14.95 

Mercenary Com psnriium 9.95 12 95 

Spy vs Spy Arctic Antics .... 4.69 6 99 

Spy Spy Trilogy 8.9S 9 55 

Firjhter Pilot 10 95 

Polar Piarre 4 99 6 99 

Mr Robot 4.99 6 99 

Beta Lyras , 4.99 6.99 

Hrts Vol. T 4.99 fi 99 

Buuldert1ft«m ? 2. 99 6.99 

ArkanoW 9 95 

Trail blazer 9.9& 

30IO FlioM 8 95 1 1 .95 

Silent Service B.95 11.95 

Suyhunler 6.99 

Mirax Force 2.99 S.95 

Rescue on FradulflS G.99 

eailolazer 6.99 

Ramp™ , G.99 

Shoot oem Ups 4 99 

Platform Perfection 4.99 

Splndiny ? 99 &.99 

Touthdnwn Fool Dal I S99 

Spit1irc40 &99 

Draconus 6.95 9.9E 

Druid 4.99 9.95 

Brian Clough's I OOIuliII Fori. 8.95 12.95 

Pooyan „.„„, 4.99 4.99 

European Super Soccbt 8.95 12 95 

Hard Har Mpf. 4.99 

New York City a 99 

Crumbles Crisis 4.99 

Freaky Factory „, 4 99 

Starquake 4.99 

Prfippio2 „ , ri 4.99 

Laser Hawk 4.99 

Colossus Chess 3 .„r.., 4 99 

Sidewinder 4 99 

Joe and Ihe Nunlear 4 99 

Caverns 

Huclaar Nick 4.99 

Knockout Bosring ,, 4 99 

1>un5tar 2.99 

Cuthboa Gd«5 Walhaboirt .. 2.93 

Heartache 7.95 

Mig Allay Adg 9 95 

Pmball Construction Kil 9.95 

Music Consl ruction Kit 9.95 

Infiltrator 9.96 

Thunderfox , 7.95 

Slingghrjl 7.95 

Winter Evenls 9.95 

Stack Lamp 7.95 



ADVENTUR E/STR ATEG Y 



Cass. Disk 

Flight Sim. Soenory Disks 14.95 
{ Please phone) 

Question 9.95 

Field ol Fire 7.96 

HollywfOQd Hijiiuc 9 

JiriKlL-r 14.95 

Lancelot 11 .95 1 1 .95 

Tine & Magik 11 .95 1 1 .95 

LunXinq Horror 11.95 

Ingrld's Back 11,95 11.95 

Guild of ThisvBS .., r 14.95 

Knight Qrc 11.95 11.95 

Cloak of Death 2 99 

ThR CnrrJen Baton 2.99 

Gunsiinger 9 35 

Eternal Dagger 14.95 

Saigon 3 Chess 14.95 

ThaalrB Europe 1 1 .95 

Carrier Force 1G 95 

Panzer Grenadier 16 95 

Baltleeruswr 16.95 

Warship 19.95 

221B flaker Slreet 9.95 

Vietnam .„.„,„ 9.95 

Contiid in vielnam 11.95 14 95 

Crusade in Europe 11.95 14 95 

Decision in Ihe Debert 11.95 14.95 

Colossus ChasFi A , $.95 12.95 

Kan nedy Approach . .. 3.95 12.95 

Hawkquest 9.95 16.96 

Cutthroats 9 95 

Zork 1 9 95 

Spell breaker 9.95 

Tha Count ,„..,..„„.„„ 4.99 

Pirate Adventure 4.99 

Scapeghost 12.95 12.9& 

Silicon Dreams 12.95 

Rebel Charge 19.95 

GaHysburg ,,, „ 19.95 

Supar Huey ... 9.95 11.95 

$QQtt Adams adventures on cassede ai 
C2.99 each - phone 



XL/XE CARTRIDGES 



Missile Command 9.95 

Doufcey Kong m -„ 12.95 

Penrjo 1295 

Pole Position 12.95 

Star Haiders 9 95 

Ms Pacnian , r 12 95 

FigntNigm 1495 

Star Raiders II 14.95 

LarJerunnar 14.95 



XLXE CARTRIDGES 



One on One Basketball 

Battre2o«a 

David's Mldmgrvt Ma.uk ( Pin hall j 

Ar-chon 

Rescue on Fractulas , 

BalJblarer 

Blue Max „ 

Defender 

Galaxian , 

American Football 

Tennis ,, 

Moon Patrol 

Robotmn 2084 ,,„ , 

Joust 

Hero „,,„ 

River Raid „, 

Mega Mania 

Dreadnought Factor 

Designers Pencil 

Rally Speedway 

Miner 2049er 

Mr Cool 

Eastern Front 1941 „ 

Food Fighl 



UTILITIES 



Mini 011ice II ., 

Alari Writer 

Atari Writer Plus 

Microsoft Basic II 

Silent Bulier - Personal Finance 
Planetarium 



ROM 



29.95 



14.95 
14.95 
14.95 
14.95 
14.95 
14.95 
14.95 
9.95 
9.95 
995 
9.95 
12.95 
12.95 
12 96 
B GT. 
&.S6 
B.95 
0.95 
9 9fi 
B.95 
8 95 
B.95 
6 95 
£.95 



Disk 

14.95 

29.95 
19.95 
16.95 
5 5.95 



BUDGET CASSETTES 



Rockford 2.99 

System fl Pools 2.99 

Green Beret 2.99 

BMX Simulator , , 2.99 

Phantom 2 99 

Transrnuior 2.99 

Panic 2 99 

On Cl» 2.99 

JOCky Wilson's Darts 2 99 

i ime Oe^il 2 99 

Screaming Wings. 2.99 

Domain of IHe Undead 2 99 

SpiLe Lohslers . 2 9^ 

Planst Attack 2 99 

Gauntler „ ,,, 2.99 

Chuckle Egg .,„,. 3 99 

Dreadnaugnt ,„ 2.99 

Casino Houluttc; „„, 2,99 



BUDGET CASSETTES 



ExplorJinp Wall 

Mitrorylhym 

Robot Knights ,,. 

Survivors 

Nul-Igus 

Cosmic Pirate 

Last VS 

Grand Fri* Simulator ., 

f ooihaiier ol the Year 

MrDlrj 

1«0 

Wfilrlyiiurd tl 

Warriors of Ras 

TappM 

Death Race 

Pro Mountain Gike Simulator 

Spellbound 

ZaxxOin 

Mad Jax 

War Coplor 

Space Wars 

Speedrun 

Invasion „ d 

Dayiiohl Robbery 

Spoolky Castle . tlJ 



Molecule Man 

Polhole Pele ., 

Feud 

Crack Up „,,, 

River Rescut 

Crystal Raider , 

Storm 

Gunlaw ,,,, 

AcliOn Biker 

Desmonds Dungeon 

Leapstar 

Special Delivery 

Joe Blade 

Tanium 

Powarriown hlldm 

Grid runner 

Kuti Commander .... 

Oawn Raider 

Soccer t 



Bomb Fusion 

Periscope Up 

Dizzy Dice .. 

MllkRaca 

Winler Wally 

L.A. SWAT 

Rogue 

Football Manager 

Encounler 

Las Vegas Casino ... 
Fruit Machine Simulator 

Timeslip 

Dreadnauoht 

Roulette Simulalor 



2.99 
3.99 
2.99 
2.99 
2.99 
2.99 
2.99 
2.99 
2.99 
2.99 
2=99 
2.99 
2.99 
2.99 
2-99 
2.99 
2.99 
2.99 
2.99 
2.99 
2.99 
?99 
" 99 
' 99 
f.99 
r 99 
1.99 
I 99 
1.99 
1 



99 
99 
99 
99 
99 
I 99 
1 .99 
I 99 
1.99 
1.99 
1.99 
1.99 
1.99 
1.99 
1.99 
1.99 
1.99 
1.99 
1.99 
1.99 
1.99 

1 99 
2.99 
299 
2.99 

2 99 
2.99 
2 99 
? 9y 



XC12 Cassette Recorders. W50 Disk Drives - please telephone tor stock details 



VISIT US ATAMS a 




t-Ut t RANGE OF A TAfit 2600 CAR TRfDEES W STOCK 

219/221 Cannock Road, Cliadsmoor, Cannock, 
Staffordshire, WS11 2DD — — 
Telephone (0543) 466577/B/9 H Px 1 ! 



Add 5Dp la orders less Ihm i 5.00. All prices correct at 
time af going to press. Access or Visa orders welcome. 

Please add E1 per item for overseas 
Please make Cheques or Pnsia! Orders payable to 
"MILES BETTER SOFTWARE" 
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in 



ATARI ACES 



A 'master games' collec- 
tion from U.S. Gold 
featuring, three oldies 
from Sega - I he company in- 
famous For producing lack- 
lustre micro conversions ot 
Lhcir conversely spectacular 
arcade machines - and a 
fourth offering from Data soft. 
The latter, a multi screen 
arcade adventure starring 
Johnston McCulley s legen- 
l ] ; i i~v iTia^k? f3 i ll iSric Ict ZOREK) 
is (not surprisingly) the high- 
light of this compilation. 
Zorro's quest is to rescue a 
beautiful senorita who has 
been kidnapped by the evil 
Sergeant Garcia. The perilous 
journey leads through a varle 
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ty of locations and Zorro must 
utilise numerous objects be 
fore gaining access to the 
damsel in distress. The com- 
bination of pleasant graphics, 
reasonable sound and some 
ingenious puzzles result in a 
challenging and addictive 
ad venture. However, disk 
drive owners would be wise to 
seek out the disk version of 
Zorro which incorporates a 
number of extra surprises. 
Segas UP l N DOWN is poss 
ibly one of the strangest 
arcade games ever - the aim is 
to control your 'Baja Buggy" 
through a scrolling, zig-zag- 
ging raceway whilst collecting 
a series of flags from the road- 
side. Opposing pick-up trucks 
and 'wedge cars' seem to 
materialise from thin air and 
head straight towards you, in- 
tent on fatal collision. You can 
jump to avoid them but the 
consequence of a mis-timed 
landing can prove equally un- 
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another car game in which 
you endeavour to manoeuvre 
a turbo-charged spy mobile at 
high speed whilst pursued by 
enemy agents who are hell 
bent on your destruction. The 
game is played from an over- 
head viewpoint (to the melodic 
tones of Duane Eddie) and the 
action unfolds over a con- 
stantly scrolling landscape 
with forked junctions, icy 
roads and enemy helicopters 
adding to the excitement, 
On a completely different 
note, TAPPER places you in 
command of a frenzied barten- 
der in his quest to sling sodas 



at impatient punters and re 
trieve empty glasses before 
they slide off the rounler. You 
can distract, the customers by 
calling up trie 'dancing girls' 
but the thirst v crowd isn't 
kept occupied for long] Tapper 
is an addictive game although, 
like Zorro. it loses out to the 
disk original which offers sev 
eral additional screens. 
ATARI ACES is well worth the 
asking price forZorro alone 
and you also get three play- 
ablc arcade games o I' yestery- 
ear into the bargain. If you ha- 
ven't seen these titles before, 
it s time to snap them up] 



SPY VS SPY III 
ARCTIC ANTICS 




ARCTIC ANTICS is the 
third game in First 
Star's Spy vs Spy 
series featuring the two zany 
secret agents - one dressed in 
black, the other in white - 
from the American comic 
MAD. The original full -priced 
game and its first sequel have 
been on s;dr lor some time 
but, courtesy of Hi Tec, you 
Can now oblaJn Ihc complete 
trilogy in budget packaging. 
In Arctic Antics your spy's 
mission is to locale and 
launch an Inter galactic rocket 



before a blizzard hits the Arc- 
tic island where the necessary 
components are hidden. You 
need three objects ■ an Entry 
Punch C'ard, Guidance Gyro- 
scope and Uranium Fuel Cap 
sule ■ to launch the missile 
but first you must find I he 
launch briefcase so vou can 
transport several items in one 
go. Tliere are a number of 
natural hazards such as bliz 
zards, deep snow and thin ice 
but the biggest irritation is 
your opponent, either ciinipu 
terised or human, whose oh 



jective Is the same as yours! 
Only one of you can win the 
game, so it may he necessary 
to lay traps or even engage in 
a one-to-one snowball fight! 
The graphics are almost iden- 
tical in style to the original 
Spy vs Spy games. The screen 
Is spilt into two windows giv- 
ing each player a side-on. 
semi 3-D view of the action. 
The scenery scrolls as you run 
from one kn-:ii km 1o another 
and you can also move in' and 
'out' of the screen to other sec- 
tions of the island. If you enter 
the same area as your oppo- 
nent . one window is tempor- 
arily blocked out so that both 
players have the same screen 
view. At the beginning of the 
game you can select a variety 
of islands as well as the diffi- 
culty level - a map Is available 
hi help vol] navigate the more 



complex layouts. 

If you're a fan of the previous 
Spy vs Spy titles you will be 
overjoyed with Arc lie Ail lies 
since it has all the charm, 
challenge, fun and addietivc- 
ness of its predecessors. If you 
haven't experienced any of 
Lhem, I can highly recommend 
the complete trilogy. One 
minor drawback is that Arci Kc 
Antics is a long, long, loader 
with lots of rewinding and 
waiting involved. Although I he 
game itself is well worth the 
hassle, iinpiiiiein disk drive 
owners would be well advised 
to search for the disk original! 
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DREADNOUGHT 



R 



ed Rat wort: once 
amongst the most 
prolific S-bit software 
houses and brought a string of 
Lop -notch games onto the 
market. Byte Back are now re- 
Issuing the majority of this 
range at budget prices, spell- 
ing excellent news for game- 
starved Atarians who now 
have a chance to pick up some 
excellent quality software 
without paying the once cus- 
tomary high price for it. In the 
case of DREADNOUGHT, Fm 
not sure that Red Rat ever got 
around to an official release, 
so its appearance on the Byte 
Back label is especially wel- 
come. 



Title: DREADNOUGHT 
Publisher: Byte Bock 
Price: £2.99 cassette 

Players: 1 

Loading: 23' 00" (phew I) 
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The story would have you be- 
lieve that an underwater city 
is being attacked by aliens. 
Only you have access to civil- 
isation's most powerful 
weapon - the Dreadnought - 
and yes> only you can use it to 
secure the survival of your en- 
dangered planet. Well, believe 
it or not. this Ls actually the 
buildup to a submarine adap- 
tation of Defender, the rla^sjr 
Atari arcade hit which spaw- 
ned a number of clones in- 
cluding the fabulous Dropzone 
- one of the best Atari shoot 
"em ups ever! For those not 
familiar with this popular for- 
mat, the idea is basically to 
zoom around a horizontally 
scrolling playfield blasting 
waves of attacking craft as 
they head towards you. You 
have to be quick to avoid them 
as any contact with the adver- 
sary is instantlv fatal. 

Visual delights include well- 
animated players, a topically 
edged backdrop and a superb 




status panel below Lhc main 
playing area. The highlight of 
the graphics Is the stunning 
result of a hit by an alien craft 
or missile - the Dreadnought 
explodes into a colourful, glit- 
tering fountain of fragments. 
The sound adds a further 
sparkle to the presentation 
with plenty of atmospheric 
noises and a liberal selection 
of effects. In fact, the only cri- 
ticism I could level at Dread- 
nought doesn't concern the 
game itself but rather (he 
method of production. The in 
credible loading wail of over 



twenty minutes is entirely due 
to the program formal, having 
long inter- record gaps, a In is 
trating and unnecessary bur- 
den on the user. 

Byte Back have thus far pro- 
duced a mixed bag of goodies 
and not-so-goodies for the 
Atari, but in adopt ing a sub- 
stantial portion of Red Rat's 
output from the past few years 
they have acquired an unheal 
able range of high quality soft 
ware which Is assured a posi- 
tive reception from all concer- 
ned. Dreadnought is one of 
the best. 





EXPLODING WALL 



For some reason I'd im- 
agined EXPLODING 
WALL to be a Karate 
simulation (perhaps I was 
thinking of "Way of the Ex- 
ploding Fist' on tbe Commo- 
doorstop!). and was therefore 
a bit disappointed when it tur- 
ned out to be a clone of J in 
aginc's Arkanoid! There s no- 
thing wrong with Arkanoid of 
course, but with its recent re- 
release in budget format and 
Atlantis Softwares similarly 
styled Crack-Up threatening 
close competition, there's not 
exactly a games shortage for 



fans oi the original arcade hit 
Breakout! 

Breakout, or Kxploding Wall 
for that matter, is the game in 
which you have to knock 
down rows of bricks by moving 
a bat across the screen so that 
a tiny moving ball is prevented 
Irorn escaping, If the ball des 
troys a brick, you've won a 
point, but if the ball travels 
past your bat. then you've lost 
a life - It's really as simple as 
that! Arkanoid was the game 
that Introduced a host of dis- 
tractions to liven up the ac- 
tion, and Lhev're all here in 



Exploding Wall - aliens float 
around each screen and can 
deflect the ball when you least 
expect it and bonus capsules 
lloat inticingly towards you. 
The latter can provide you 
with laser fire, missiles, speed 
control and extra lives or 
cause the ball to split into sev- 
eral pieces. This can be useful, 
but you mustn't forget the 
ultimate aim to keep that bail 
in play! 

Exploding Wall differs slightly 
from its predecessors in that 
the playfield stretches over 
two screens, scrolling horizon- 
tally as you guide the bat from 
side to side. 'J Tie graphics 
aren't as good as the Arkanoid 
scenery, but are beyond critic- 
ism generally and include 
some impressively animated 
fuji symbols on the introduc- 
tory screen! Unfortunately, the 
colours and backdrops are 
identical throughout all twen- 



ty levels - some variation here 
would have added a profes- 
sional touch to the presenta- 
tion. The sound is adequate, 
though only just! 
1 find it difficult to get very 
excited about Exploding Wall - 
it's by no means a bad game 
(albeit not a Karate one!) but it 
offers nothing really new over 
Crack-Up and falls well short 
in matching Arkanoid on style. 
Not to worry, however - 1 hear 
Byte Rack have re-released 
the bulk of Red Rat s software 
range at budget prices, includ- 
ing Speed Run and Screaming 
Wings. I f you don't have these 
goodies already. Yd advise you 
to make amends! 
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Ann O Driscoll presents 
a quiz program for 
children of all ages 



ARNIE is a simple quiz /educational type program suiLabh* for 
children of all ages since you create your own word lists 
according to the ability of your child. The program includes an 
easy to use question maker. 

The aim of the game is to get the little alien, Arnte, from the 
top of the screen to his spaceship, the ARN L at the bottom. 
To do this you must move him through a number of doors, 
e.nc.h of which Is unlocked when two questions are answered 
correctly. When you reach a door try and move through Jt and 
the first of the questions will appear. The answers are given as 
multiple choice answers and it is simply necessary to press 
the number key for the answer required, if both questions are 
answered correctly, Arnie can continue to the next door until 
linally he makes iL out to his ship. 

MAKING UP QUESTIONS 

1 ne disk for this issue contains two ready made question 
files, Kl UOCAP, a quiz on the capitals of European countries 
and WORDS. £i sort of spelling test using homonyms - the ones 
that sound alike such as they re /There /their. You can however 
easily set up your own question files each containing 20 
questions and answers by using I he Question Maker included 
in I he program. The screen prompts should make this option 
easy to use. even for beginners. 

Questions may be typed in any format but il all of you* 
questions start in the same way. (e.g. Give the chemical sym- 
bol for .... What Is the capital of ... etc.), you should selecl the 
Fast Entry option and then the opening phrase only has to be 
typed in once instead of 20 times. 

That s about if - the program is simple to use and should 
provide a nice challenge to all ages, depending on how difficult 
you make the questions. You can use it for first reading, 
spelling tests, foreign languages, in fact any type of learning. 
All you have to do is provide the questions and answers. 

Tile program will work wiLh cassette as well as disk and will 
run on" any Atari 8 -bit machine. 



EX 1 REM M KMMMMKMMMMMHKMM M MMl MMMBMMMMM M M 

ED Z HEN * AHWIL * 

LR 3 RFM * iHf * 

*R 4 REN * Afih O 1 Br J SCiMI * 

EC 5 REM * * 

DZ 6 REM « HE H AT ARI USER OCTOBER ■ f i * 

EH 7 REM M M K M M-W - M M H- MMM MM KMMtHCM HXW H M H M M M M M 

UN ft REM 

HH 23 REM M JrWMWtf l ? HM 1 1 MliH lt*W 

TA 30 HO-70 : : Lftrl5 , CLOSE tf 3 ; OPEN *tl s 

4 J1 « # M Kl p, :PQKE 702,64: POKE &^4j# 

TH 40 DAT = 3B0 : PK=40S s BRK=44ti : FLSH=4S0 : 5CR 
N-470 : SLNK — 490 ; FN AH- 6 Oft i INOUT-7G0 

£1 SO DIM BLSCLCtJ ,Dfl$tLtO , tU* CLft J r U?$ t^bJ 
, FILE 5 fI43 „MCS C343 : P A$ fiJ : DA$ IL01 - 

SG 5S DIM SPlS C53,SP2$ t5J , 5P3$C53 : 5PAS = ,P 

** i SP2$ = M *C3 + ! SP3$= M * 
HE 7tt DIM fiS CMQML31 ,RS CNQMLA3 , WlV CNQ N LA3 , 

H25 CHQ*LA3 j AS CLQ3 , 0$ C L A3 » Cf (L A3 CL A3 

ji 5CS £L*1J § F £ NQ3 
Hft 75 05C1>- M lt tQ$ CK0*LQ> =■■ " : OS £21 -0$ l RS 

"0$ ? Ul$"Ct£ : *42$~Q$ ; BL$-®£ ; GO SUP 1O0B 
TM 100 GRAPHICS IS ! POKE 70S, 138: POKE 709, 

54; POKE 711 , Z& ; «D5ti& BRK : R~2 
ZC 110 COLOR 43 i PLOT 1 . O : DRAHTO 1? , O : DR AH 

TO 19, 10 ; DRAMTO 1 P i 0 : D R AWT □ 1,1 

GJ 115 Position ttGr'-piay a g*w;PQ 

STTION 5,5?-? Ut/'ndke a f i 1 ! POSITION 
5,3 1? tJG^'ernJ progr*«" 
SF 13# POSITION 2,11:? tt6 J "SHEXK THEN St 

art 1 ' t S CC -13 9 : GO jU B 16 0 
HU ±36 IF PEEK C53Z "6 OR STRIGtBJ-fl THE 

M GOTO R*100a 
MI 140 IF PEEK 1532793 C> 5 AN & STICK t03 Oil 

AND STICK COS O 14 THEN 13S 
EN 15* CC~32!GDSUB 160 : CC=1 19 ! R = R + 3 ! IF R> 

« THEM R~2 

Ell 15? GOSUB 164 ! FDR & = ! TO £5 r - SOUND S,3fl 
ulAjiftMIMI DISTURB gj.Q , 0 : SOTO 135 
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€1 16© COLOR CC:PLOT 4, R- 1 : DRAHTO A6,R-L: 
ORAMTD 16, R4* : DRAHTO 4 B P + I : DftAHTO *jfi! 

fit i unti 

Sft 376 REM 

FP REH ■> H H |1 ■ Tf 

I_5 3fl0 05 tHI*CN-15+l , LftWfN-tl+LEM tflSl>=ri& 

tLd*CM 1J +l jr LA*tN"l>+LEl#«S3 1 =BS 
FJ 185 WIS ILA** N-U +1 .LA*lH-J.3 +LEH EC5* J -C 

$ I H2S f L. A* t N - 1 J +1, LA*CH-1J *LEN «P$3 3 -OS I 

RETURN 

mn 



OH 399 REM 



TIN 



PY 400 FOR H=l TO LEU CSCS J I POK E SC*368+*J, 

tSCS CM, HO ] -3Z 
GT 418 IF J=i THEM SOUHB g , p , 18 ., V : FOR P = l 

TO 2# i NEXT D : SOUND 8.8,8,0 
HT 428 NEHT WS 4 = 8 t RETURN 

LT 448 POKE 16 * 64 ; POKE S3774 , 64 ; FOR P=188 
TO 9 STEP -4! SOUND 8 * P j 18 , 12 : NEHT PiR 
ETURN 

PE 458 FOR D=l TO ZG : IF PEEK C532 79 J <> & AN 

0 5TRIG(9)<>a THEN BEWT fr:POKE 755, 2^P 

FFki?S5) J GOTO <5G 
NG 468 POP % POKE 755, PP ; RETURN 
KT 478 GRAPHICS O ; DL - PEEK t5601 4256*PEEK <5 

61S iPOfct DL+6,6sP0ki DL*7,7sP0KE 718,8 
JPOKE 780 J S4;POKE 7B9,2fl 
&H 408 GOSUB BRK SPOKE 82,0: POKE 83 F 35 : POK 

E 752, L:REttJPN 
OE 498 FOR y=±fi TO 28 ! POSITION B.Y2? OL* : 

NEKT ¥! POSITION 8 r 16 ! RETURN 

JH 59* REH B.TliMW > l i 4 3i * i,l '' 3tM 

KM fcBB POSITION 8,12:? fl$," TAPE Oft DISK 

E'TVD] ?" ;BL^I30I 
PH 610 GET 83,«CEV:EF KE¥<>»4 AND KE¥<>68 
THEN 518 

PO 6i5 POSITION Ojl^ilF KEY-60 THEK FILE* 

tl, Z* ! 11 ! GOTO 628 
PR 620 f lLEi= , 't:"i? "Insert the tape and 

press PLAY "JSIP i*U. # ll= i¥ V' THEN ? 
>■** + + £ r£C0R* A9 ; 
DC GZ5 ? i? "then press RETURH on the eon 

puter ." : RETURN 
PB 638 ? "INPUT Fi len*»e"jBL$ C3E5J I IF 8$ f 1 

F 13="L" THEN POSITION 15, 12:? "Itype D 

IR for file listl" 
Ltl 648 POSITION 8,15:? "D s" f ! INPUT W6)flS 

S*F ASu'^&lR" AND BS 11*11 ="L if THEN 600 

65# FILE* (3* = : GOTO 690 
HJ 668 CLO^E 82 : DP EM B2 * 6 j B> "D S * * AftN" = POS 

ITIQN 8 A it If "PPSK pMJfTiJJ TO CYCLE K 

r^m to pick h -;dir=^i 

EU 665 INPUT «2 # A*il>lR-*IH + ll IF LEN CAS 3 <1 

? THEN LN=&58 'GOTO 938 
Oil 670 POSITION 8,15s' 7 1 M a ■ m : nilM BB Jtt* ( 

3 j 101 i GET tt3 j- KEY : ON KEY=15B GOTO 6BB : 0 

N KEY-32 GOTO €65: GOTO 678 
JIT 680 FOR N = 3 TO 18:XF A5CH,N)- kV M THEM 

FILE* t3*-A5CS,N-l* ! POP ! GOTO 690 
SH 6B5 NEKT N S FILE* CJJ = A$ f J , 18 J 
Bit 690 FILES CLENCFILEfl +15 =".ARN**5 RETURN 
LB 759 REM i f :ki*i ii —i : i 

VU 7M fl-fiDRCOSJ SL-LO*NO:&OSUB 7BB ift=fi&R * 
R5 ) I L = L A*NO i GO SUB 70B £ A-flDR CHI : GOSUB 
788i A=ftD«£H?£3 : GOSUB 768 
HR 77B CLOSE «1 ! RETURM 

PE 788 I0CB^B4ffl SPOKE IOCJ5 + 2 , F : HI-IHT Eft/ 2 5 
61 1L0-A-WI*2S6 SPOKE IOCB + 4 * L 0 ; POKE IOC 
B + S HI 

ZU 798 HI2=I»T CL/Z56J ;L02=L"256*HI2 SPOKE 

IOCfJ + 8 . L02 : POKE IOCB + 9 , HI^ t I = USR CAbR C" 

tihhC}LVH i, l ,163 : RETURN 

FH 83? REM —urn sidMJ -i : i ™ a ;i sin'if 

HG ^80 POSITION 8,10:? TERROR 11 i PEEK f 1^5 

J?" at line "f PEEK 11001 +25B»PEEK 4187S | 

ii iii Push a key": GOTO 458 
MI 5*38 POSITIOK 8,10;? "Hunter Of files f 

ound - "iPIRi? "Put in another disk an 

d push a key 11 



MF 458 GET H3 , KEY S CL05E »1:CL05E «2 S FOR Y 
=15 TO 19:PO5ITI0N &,Yi? BL^^:NEMT Y:G 
OTO LH 

ue f^t rem ■ 1 1 1 mmv\ I ■ iini 

IP 1888 G03UB 5C»N ; POSIT tON 16,8:* "prese 
nting": POSITION 26, As? "a r n * e":? s 

UC 1^28 ? 11 ornie the itien carte- to earth 
xo learn a few things. Unfortunately, 
he fell" 

idF 1838 ? "foul of an evil wizard who lot 
kpd hin if*a nagic prison, the only way 
he can get" 
UO 1835 f "out is answerino sone quest 
ions. It takes 2 correct answers to n 
ahe a door disappear." 
BT 1840 ? ST " If y«*u PLfiY n GAME you can 
help Arniti set back to his ship by s 
electing the" 
Vtf 184S ? "right answer for hiM* Tf you M 
OKE R FILE vou can set Up a record with 
d £ f f erefit" 

GC 1BSB ? "ctuestions and answers . " ; POSITI 

ON ie„20:? " Ha it a jiffy 
00 1868 NB^152iPOKE 1 06 , H*-l : R rMB=HB*Z56 
BP I860 RESTORE ?000;FOR K-l TO 34:REA& M 

C ;MCSfN,N>-CHR5fMCJ ; HEMT N S Mj~U^R t-ADR tM 

CS* ^RftHfll 

Fft 18*8 FOR N = l TO 1 2*3 i READ &TA*POKE RAM 

B41fr^l + N„OTAtPOSITl:0N 77, 2U I ? IHTC12-N 

/Olj" "JSHEJtT I* 
21 no 8 P05ITIOH ie>28s? "Press fflfiriR t 

O begin";PP = PEEK(7553 J GOSUfi FL SH : POKE 

53273 r 7 ! RETURN 

Ft 280O GOSUB 5 CRN ! POSITION 25,1 S? "play 
a gawe"! POSITION 0>4s? &A*S? "Move Arn 
10 with the joystick. Bring hil* B * 
2810 ? fB T0HftiH>5 a door to wake A quest 
ion come* Select your answer by press! 
09 1 2 or 3" 
ST 2820 ? OnS ! IF G=0 THEK ? "YOW MUSt loa 
d a question File first-.":? Bn$:GOT0 
2008 

RK 2838 ? "Use the same question File IY/ 
Nl ?" c ? OAS 

JU 2840 GET B^jKCYSIF KEY O 78 AND KEVOS9 
THEN 2848 

BU ZBSe POSITIOH 35,5s? "NO" ; IF KEV=S3 TH 
EN 2188 

LY £868 SLH = 2BBB ; TRAP 988 : B*^"LOADIH<i FROM 
"J GOSUB FNnMiOPEII ttl 3 4 *. 8 , FlLE$ ! F = 7 8 SOS 
UB INOUT 

TS 2895 REM — - GftHE 5CHEEM 

GN 2108 GRAPHICS 1 : POKE 756 M RAMB/256 ! POKE 
75^ P 1 1 D L =P EEKC5601 +256*PEEK C561> :^C=P 
EEK Ca»J +256*PEEK £893 : POKE &L + 23 , 2 
AV 2iOS POKE 710 ,8 ! POKE 7ii,^4:P0lfE 700,1 

36: POKE 78 9,26 
DJ 2118 COLOR * ! PLOT O, 8 i DRAWTO 13 , 8 ! ORAM 
TO 13,lfr:DPnMT0 BjlO^RAHTO Oj8:COLOR 
36 : PLOT 12, 10; COLOR 2 
BJ 21ZB FOR N=2 TO 14 STEP 2 : PLOT 1, N:ORA 
HTO 12, II : R = 1*»T tRMD IOJ*l8* 42 3 COLOR 36 i P 
LOT R , N : COLOR 2 ! NEKT R 
MB 21ZS COLOR 133 I PLOW B,2O:0Rn*iTO 19, 20 I 
POSITION 15,16!? »6j fci tf "^CHR^C13>;" K" 
;P05ITI0« 15,15 
UZ 2138 ? H6^SP2£; POSITION 15jl4!? «6;5P1 

$ ; count -e 

EH Z148 H2=ltY2=l;F0R N=l TO MQ ! F CHI -8 ! NE 
HT N : M=& ; GOTO 2ZB8 

FF 2149 REM PLAY LOOP — 

AT 2158 S-5TTCK COl : IF S-±5 THEN 2*S8 
YU 2J.68 KZ = K2+ = 7 ' AND K2 < 1-93 - CS = 1 1 ANB K 
2>0» 5 YZ=Y2+ 15-13 AND Y2 <1?3 - t 5-1* AN& 
Y2M1 



ARNIE 



fy Z178 POSITION HI j VIS? H6 ; BL S f 391 : IF Y2 

-1? THEN M-±:GDTO Z48ft 
£5 ZZ8B LOCATE H2jV?jC 

S6 2210 IF C=2 OR C = 36 THE* SOUND 8,150,1 
0*8:FOR 0 = 1 tO 2tj:*FKT Dl SOUND 0,0^0,8 

:Xl=Ki ivz-yi; if c=2 then 2zo6 

AT 2278 IF C-36 THEN POSITION Hi, Vi : ? K6; 

CHR$OJl> :IF COUMT<ttfl THE* GOSUB 2308 
OH 2290 POSITION X2,Y2;7 tt6 ; Ctlfi $ 1 1 3 II : HI = 
H£ ! Yl = Y2 I GOTO 215B 

HH 2Z99 REN — ASK QUESTION 

JH Z3&0 Q^INT (OND tej WBD + 1J : IF F COJ <> 8 THE 
N 2300 

PL 2385 5C? = QS tLO» ia-iJ + l,LO#ai ; : U- 1 / 

iJ~l3G0SU0 PIC 
LO 2^16 ? » I. "j JOH RMfrC3J>0.&& GOTO Z3Z 

8:0* AMD (83 <B + GOTO Z325 
MM 23X5 ? H£f CLA* 10-13 +i, Lft*tii " 2, "jR 

13 ♦i l Lfl*fl) ; F 103 -2 i GOTO 2330 
NM 2326 7 B$ CLftWtCt-13 +1, LA»m ; 7 » 2. ^jWl 

SCLA»£0-iJ+l,LA*QS : '* " 3. » f |_A* SO- 

1J +i, LA*G> : F CHI -1 X GOTO 2330 
BN Z325 ? MIS tLfl*(0-lJ +1 , LA«Q3 ; ? " 2. "JW 

25 tifl*tfl-i> Uj LA*Ctt i 7 " 3, R£ ft **CC?- 

n+l*LA*ft) :fc®; = 3 

MB 2 330 POKE 764, 255 3 GET 1*3, K; IF K<4 3 OR 

K>51 THEN 2X38 
FU 2335 SCS-BL5 : COUM T =COUH I + 1 ; POSITION 20 

-C0UMT,20:7 ttifBLOCSOS 
FL 2348 R-tt~49 SPOKE 63ft , B r* CHftf C02) ; : IF 

R + 1 = F (ft 3 THE* 51=Si+l = 5CS="C0RftEC 

I !" 3 GOTO 2368 
HT 2358 S£$="NO, IT'S 11 : 5C$ tit)> -R$ <L A* t G- 

l)+l f LA*«) !P=B8 
FI Z3B0 SOUND 8 , P p 1 0 , 12 : 5CS f 26 3 -" I PRESS 

FIRE I":G0SUti PK ! FOR D-l TO 20 : HOT D: 

SOUND 0,0,6, fl !SC^=BLS 
YM 2370 IF 5TRKt(iJ<>e THE* 237fl 
tfS 2X00 7 CHk£ f 1 7.51 ; : £OSUB PKiIF Sl-2 THE 

ft Si-S : POSITION »II,Yl+i!? HG j 0L5 C39) + R 

ETUft* 

UN 2390 IF COUNT <*ft THE* Z3fJfl 
PF 2395 POP :GOTO Z468 
QG 2399 REM GAME OVER 

WA 2488 FOR *C = 12 TO 17 ! POSITION M,17i? 1*6 
; V r H&$ £1313 : i SOUNO 0, SO, 40, 10 :FOR B=l T 
O 38 I HE KT 0 i POSITION H ,17 

UR 2410 7 SO; BL$ £393; J SOUND 0 , 0 , 8 , ft : NE» T 
K 

LH 2 4^8 FOR YY-14 TO 8 STEP -1: POSITION 1 
5 f VVi? U6JSP1S: POSITION IB.VV+ls? B6jS 
P 2 S ! POSITION 15,YV+2:? ttB; SP?$ 

OG £430 FOR 0 = 1 TO 15: NEXT OPPOSITION IS, 
YY#Z!? »0;OLSC3S1 ! POSITION 15,YY*I;? ft 
fejOLS C3S3 

RU 2440 PE=PEE«i700> 3 SOUND O , Y Y#0 , 18 , L% I P 
OKE 7O0, PEEK E7B9J ! POKE 70 3 i PEE KC7103 3 P 
OKE 718 F Pi 

UL Z4SO NEKT YT ; POSITION 1S J #1? H6;BL^tS5 
3 

SB 24BB SC$= M ARNIE SAYS THANKS A LOT AND 
GOODBYE 11 3 IF N<>1 THEM SC$ C123 ~ fci I * M SFU 
CK HERE SO . i-M 

HC 2478 J-l;G(J5UB PK ! ? CH»^ £1253 3 POKE 6S7 

,03? "+pr£ss mrnmm for tne menu^ 



FZ Z4BB PP-PEEK T7553 ! G05U6 FLSH I C-G+l ? GOT 
O ±88 

os 4^?? ren ■ ! m i ^m^m www^m^ iim^wm 

ON 5688 eOSUB SCR* ! POSITION 25,1!? 

a fi le 11 3 POSITION 0j4:7 Dft$ s ? "-Make a f 
ile of 20 records and save then 11 

M* 5018 ? "on disk/tapp. Select fd^t made 
if ail your questions start in the 
sane wjy." 

HY 5015 * D A "5 ; ? ^Fast Or SlO» «Od# * tF/S/ 

ESC J ? M 3 7 DASt FAST-8 
IF 5BZ0 GET f|^ f KEY:IF KEY<>7© AND KEY<>»3 
AND 1CEYOZ7 THEN 5020 



PO 582S IF KEY=Z7 THEM 180 

YJ S04B 0S C13=" "sO* t*0*L03=" : OS tZl =®$ l 
RS-a$ j Hl£=Q£ 3 WZS-QS 2 Ol$-0£ ; IF KEY-B3 T 
HEM 528B 

585B POSXTION 30,5:7 "FAST" : POSITION O 
"Input the coHHon phrase [nax 25 
chars]?"!? i INPUT W16;Qi5 

OL SOSS IF OlS-"" OR IFNCU1^1>25 THEN POS 

ITION B^lfl;? *'Q"; BLS; BLS -GOTO ^050 
MK JifffrO (115 CLENfOlS* +13-- : GOSUB BLN* i FA 
51=1 

BH 5200 7 CHRS C12S3 ; "RECORD NUMBER i " * ? 0 
ASC2B3SIF FAST=1 THEN ? 01& 

im 5210 Position o,i5;^* Da^:for *=i to ho 

^POSITION 1S,BI? N 
Otl 5220 POSITION 8.10S? "INPUT THE GUEST I 
ON; 11 3^ ; INPUT 4110 ; A 5 3 IF AS="" THEN 522 
0 

FC S238 POSITION 8 , 4 t "? A$ ; GGSUO BLNK J 7 "C 
ORRECT AN SHEA i "; J INPUT BS 3 IF BS-"" TH 
EM 5230 

ICR 52S8 POSITION B*£l? "RIGHT AN S HER ! ";0 
£;G05yB BLNK:? "FIRST WRONG AMSMER ' »j 
; INPUT C^!IF C$- Bi " THEN S2G0 
CJ ^278 POSITION 0,83? "HROHG ANSHER 3 C 
$; GOSUB BLNK i 7 "SECOND HROHG ANSH£R i " 
:: INPUT DfilF DS="" THEN 5270 
JK 5288 POSITION O # 10;? "WRON^ ANSHER : "j 
D$3fiOSUB BLNK i ? "ARE YOU HAPPY WITH TH 
IS RECORD JY^Nl?" 

52*B GET U3 J PCEV!IF KEY <> 70 AMD KEY <> Of 
THEN 5Z?8 

Ntl 5788 GOSUB 0LMK;FOR Y=4 TO 10 STEP Z:P 
OSITIOH 8>Y:7 BL$;NEHT YsPOSXTIO* OjlO 
BL $ 

SM 531B IF KEY = 70 THEN FOR 0=1 TO Z5 I SOU* 
D B,50 P IOjIZsNEXT D : SOUMO 8,0,8,0: GOTO 
5Z2B 

KP SS20 IF FAST=1 THE* 02$ =HlS ; Ql* <LEM tOl 

$3 +13 -Mq AfSOli : (*1$ = 02S 
FF 53 38 GOSUB E> AT 3 FOR D = l TO IS S SOIfND 0 w 2 

0, IBjlZsKEHT D. SOUND B> 8 # 8 , 8 ! HE K T H 
ZG 5408 7 DHR$ C1253 ; ; POSITION 24 , 1 ! 7 "sav 

« A f i if"; POSITION 8,4;? DAS 
OE 5410 POSITION 5,5:? "Now let's Saw* th 
ese records"! 7 das 

NG 5428 Of ^"SAVING ON" I LN = S488 t TR Ap SOB 3 G 
OSUB FN AM ! OPEN Hi , 0 , B„ FILES ! F=ll f GOSUB 
XNOUT 3 GOTO 100 

fv 7??? rem g^rr^w ■ i ■ i i m m i i r?mamm 

HY 0000 GRAPHICS 0 ; POKE 752, O! POKE B2*Z:E 
NO 

C5 83?5 REM aSEf JilMBMJjTH ■ ■ I wm U 

HA 9000 DATA 104, 104, 133,287.184, 133, 206* 

IGSj 0, 133 «, 204 f 161 * ZZ4 , 133 J 205 , 10Z j 4 , IB 

8,8, 177 

LT 9O10 DATA 284 , 145 , 200 , 136 , 280 , 249 , 23B > 
285, 230, 207, 202,208, 24 2, 

sn 90i? rem m:i*i g jrn rM>» j[M 

DK 9040 OAT A 25 5 # 25 5,136, ZS 5,34,2 55 , 1 3B j Z 
55 

DH 9050 OAT A 24,255,21^,255,195,255,36,123 
1 

GJ 0800 OAT A 0,8,255,2^6,243,245,255,255 
U* 9070 DATA 1*0,120,24,24,24,24,126,126 
VU 5BBO DATA 2^5,255,195,195,195,195,^55, 
2S5 

OS 9890 DATA 0,24,24^24,0,0,0,0 
SL 91B8 DATA 255 , 1 32 , 101 , 181 , 132 , 181 , 1B1 w 
255 

SS 9118 OAT A Z55,4«,1B2,182,2Z,214,2I4,25 
5 

BO 91Z8 DATA 25S , 25S , 145 r 40 , 20 , 52 # 164 , 164 
KH 9130 OAT A 255 f 243, 251, 251, 251, 251 , 177, 
Z55 

QZ 9140 DATA 8,0,8,0,0,24,24,48 
RO 93,50 DATA 126 , 00 , 1Z6 , 66 , 1Z6 , 66 , 126 , 66 
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FOR SALE 



1029 PRINTER: =xce »r: cone ■ 
tion wrth ribbons, loads of paper 
and Font IV chip installed All fully 
oo*ed with manual. E90 Pnone 
D«Tffi: 031 534 3013 

VARIOUS 8-BIT: B0OXL keyboard 
llaulry], remote control joystick 
ifllOlape, 1 02? primer (needs 
afleniion). tuil instructions, acces- 
sories included over 50 tape 

games. Midnight Magic POM. £90 
o.n.o. or win swap lor 1029 prima* 1 
[working). Phone 0782 653709 

65XE. Computer w*ih Data Recor- 
der ipso o"isk dnve. over £250 
worth ol magaiiras and soltware. 
safling lor £200. Buyer must col- 
led. Contact Glann on 061 304 
7020 aflar 7 pm. 

ATARI 13QXE: 1027 printer, 1050 
dish drive, up 10 data recorder. 
lOycMahiet. Qmck Shol H |Oystich. 
many iiems 01 software plus DOE 
and 90 blank disks. Tel 0533 
663216 (11 am. Id 4 pm.) 

KE StSTEM: 13QSE. lOSGdi&k 
drive 1 025 primer, jOyStiC*. track- 
ball. BOO 48k System. 810 disk 
drive, joystick, carlridges. leads, 
manuals. SoFlware and bonks for 
both. £400 1he lot or will split by 
system;. Tal Reading I.0734) 
340993 evenings 

XE GAMES SYSTEM; 65KE. de- 
1und 600 XL. 1050 drwe, 1029 
primer, light gun. Sparta Dos X 
I ROM). DOS 2. S:3 CI U.S. 
Doubler. sottware inc. MQ£, TP. 
Starquake, Mercenary, FS2 on 
hom, many oilers, mags, an wrtn 
instructions. £300 Ihe lot. Phone 
Andy on |'05S2j 37603. evenings 

GOO SYSTEM: Atari 600 wtoh 410 
^.nc I DSC onv* i US :3n-..nlMr : i.i.i 
£50 interface and o^er 150 disks 
E230 O.n.o. Call 021 440 4523 

130XE SYSTEM: wilh 105Q Pitied 
Witti Double' anc W'P switch also 
Brolher HRB prime - w 1h .nlerface, 
lots ol disks, two disk boxes , joys- 
ticks, books and mags. £350 O n o 
Andy 061 793 7705 

LIGHTGUN: W |h Bug Hu-nl car- 
Iridge used only once, £25. Please 
contact Richard on 030676 357 
[after 6 pm.) 

magazines; Ait page 6 maga 
unes (44). iirst issue lo latest, plus 
■3d Alan Use' magazines (431 up to 
last one published. Highest oFler 
secures. Write to George a1 29 
Longhouse Lane Pcufton. Nr. 
Blackpool Lanes. FV5 $DE 

XL SYSTEM: 8O0XL compuiar, 
10 0 tape recorder (missing pause 
buUon), 1050 d*sk drwe wilh IS 
Plate enhancer, touch tablel 2 
joysticks, computer desk over 150 
disks and cassettes. Atari User 
marines issues 1 to *fl - NEW 

AT AH I USER |. S*ll lOr E320 O.n.C. 

Tel Jonaihon on Alton (04201 

3&BB5 after 5.30 pm. 

BOOKS: De Re Alari, £10. The 
Creative Atari. £5- Tech. Re1 
Noies, dO- Alan Basic, £5. Map- 
p nrj The Alan (revised), £iQ. Atari 
Games and Recreations. E5. 
Buyer pays postage. Phorns 
George on Blackuool 10253) 
391319 



ODDS AMD ENDS: Paperbacks 
1or Atari 6OO-800XL. some PAGE $ 
PD disks, a CO XL cower unil and 
modulator, Ferguson MCQ1 com- 
posite video *ead. even/ ATAfli 
USER since Decambe* 1995, 
5.25" disks. OHers? Te . Michael 
Newman (0245] E66Q&3 

atari $00: $4k plus 410 cassette 
anrj 1050 drive (US Doubter) and 
650 interlace plus 150 disks and 
manuals. drers please! Call 021 
440 4623 

XL SYSTEM: fiOGXL and XFF5S1 
disk drive used only 1or lestmn. an 
abandoned hardware project, ah 
boxed wilh an manuals. E135 
ovno. Please write: Fred Soulh- 
well. 40. Downs view. Smalldole, 
West Sussex 

6SXE COMPUTER: Wi|h XC12 
dataccKdnr iu r siick and over E50 
worth of software Still with ongmui 
box ONers around E10Q please. 
Write to Karl Thwallas. 29. Alder 
Hey Road. St. Helens, Merseyside 

PRINTE Ri'PLOTTE R : 1020 model 
m eaceiieni condition with spare 
colour pans and paper rolls, in an- 
ginal packing. E50. Tel. 021 3B0 
3319 (Birmingham | and ask for 
Martin 

XL SYSTEM: fiOOXL XC data re- 
corder, over El 50 woflrt q1 sort- 
ware plus lots of rnarjaziras, £30. 
Tel. Plymouth (0752) 55B367 arier 
4 pm. 

XL SYSTEM; BCOXL. 105O disk 
<inve. 101 0 recorder and soUware, 
E 1 20. Graphic AT primer ime^aca. 
E15. ATARI USER. May "B5 to July 
90 <51 issues), £15. Ring 0634 
(Madway l &GG0O9 

XE SYSTEM: UUJtE, IDhC msk 
dnve with iSP Plate, 1020 pf^ter, 
410 recorder. Toiai sy&lem with 
loads ol games, trackball, joys- 
ticks, elc. well over £1 ,0O0 cF 
aquipment. pull oul desk and .20" 
rolou' T V included. Price £3$$. 
Phone (0633) for turtner 

detaib 

XL SYSTEM: BOOXl. 1050 lape 
deck. 1 020 printer, joy-slicks, ail 
Ajeri User maos from Issue i 1o 
dale. Plenty o1 sohware. PC forces 
sale! £225.00. Phone 0702 
(evenings) 

XC SYSTEM: 1 30XE. 610 drrve, 
XC12 1apa deck, i 029- printer ail 
bo^ed. Over 200 rlems uf software 
on disk, rape and ROM plus disk 
storage bo*. Tel. 02S4 \ £4064 £ 

1010 RECORDER: F&r Sale. £10 
AlanWriter Pius. Auioduel. Silent 
Service. Solo Flig-n. Spy Hunlar. 
Jewels o1 Darkness and olhers on 
dssk. Kenny Dalglish. Decalhlon. 
Ktckstart and others on tape. 
Pixine Stephen 0£43 373^5 

XE SYSTEM; 130KE. lOSOdiSk 
drive, 1010 data recorder, 1027 
printer r[(ampfementari. spare 
3O0XL, lols of &o1?ware, £175. 
Migtrt spirt. Phone Bures |"07&7) 
227 907 

ANNTR: : ,: !ni Hand 

Scanner i40O dpi "32 grey scales! 
wish Arrgur Optical C^racter Rac- 
ognilion and software. 1 2 mon?hs 
old. perfect condition. New price. 
£616. Accepl £395. Tel. R. Maine- 
son 07715 716 



XE SYSTEM: ^OXE. XC 1 2 data 
recorder, joystick, over £300 worm 
o1 ga/ne=; L-.pes and ROM car- 
midges. Fully boxed wiih manual 
and some copies oi Atari User. 
Nearly new, hardly used. E12B 
o.n.o. Phone Craig on (0S1 ) B7S 
0062 alter 4 pm. 

XL SYSTEM: 900X1 with 1010 

iape recorder and joystK*. over 23 
games, TV adaptor, only £50. Ring 
^OB05| SB3402 

XE SYSTEM: sOSOdrive. 1010 re- 
corder (no keys). 1027 ilaxjlty), 
disk software, tape soltware. 
ROMs 31 blank disky. uts or siuir. 
£299 Che loi or phone 10762) 
656708 lor prices. Buyer collects 
or £4.50 p£p. Ask for Peler 

1 D23 printer; For sale excel- 
lent condition with ribbon cemos, 
toads or paper and FONT IV chip 
lirled AH bQ*ed with manual. £90 
Phone Darren en 061 534 3013 

SALE: Changing over to the ST 
everylhing mu&1 go. 1050 disk 
drwe to disks, cassette recorder 10 
cassetles. B50 miedace. 81 o disk 
drive, old BOO computer fnaeds 
aftianiionj, any olfars? Ring Jim. 
Wigan 0^12 4&3660 

XE SYSTEM: 130XE with Omni- 
tict ■ n^io wiih warp ooard and 
■*nie rxolea KC12 louch tablet, 
books, manuals, aJI Atari User 
macjs, £2'50 sohware, Ids of disks. 
Sell for £200. Tel:. 05O6 39722 

XL SYSTEM: 800X1. 1050 disk 
drlye. 1029 printer, dust covers. 
ALiriWriter Plu-s. AcUon (cartridge 
and book!-, Alan Microsoft Basic, 
all manuals, books (Mapping The 
Alari. Alari Graphics!, 26 PAGE 6 
Issue disks and magazines, over 
50 blanks and games disks, touch 
laoiet and Aian AUrsi. £200. Tel 

071 730 5137aner 7pn>. 

XL SYSTEM: 3O0XL, 1010 tape 
recorder, manuals, calndges 
I LQGO. Pole Posdion, 747 Flighl 
Simulalor| programs and audio 
flnatenals (invilaHon 1c Program- 
nnrf>g 2 and 3>> Touch Typing and 
games. £50 Tel. 071 730 5137 

aFler 7 pm. 

PRINTERS AND XL: 1G2"9 dot 
matrix and 1027 LO printer. C50 
each 5Q0KL computer with joys- 
lick and canridge soriware, £50. 
Phone Ray on Reigale <0737> 
241832. evenings 

BOOKS: Begimer to advanced 
inc. Tech Ref. tlotes, ££: Aian 
Basic Source. £5; Computer Ani- 
mation Pnmer. CS SAE for full Hsl 
or tel. 0793 750620. Roo Breeds. 
17. Pinsfielri. Crieklade. Swindon 
SN6 SAN 

XE SYSTEM: $£XE, XC12 data 
recorder, poysnck with 6O4- games 
kvorth over E20D plus books and 
magazines Ai ^ur toO or lower. 
Buyer must tOllecL »1 possible. Will 
split. Phone Boris on 0268 747566 
after 5 pm. 

a- BIT BARGAINS: H 10 disK n r iue 
wrtft Archiver chip. £40. &50 inter- 
lace. £30 Touch Tabiei and Artis-i 
cartridge. £1 5. Atariwriter.' Muse 
Compose 1 - Icarlridgas)! 1 " Macro 
Assembler sdisk; QuidKshol Turbo 
joystick-' Atari Paddles - all a1 £5 
each! Tel. \tl242) 510434 



XL SYSTEM: 6COXL lH&O drive, 
1O1O cafisehe with Ramhc confer 
sion. many games converted load 
in seconds rather than minutes, 
games unities on disk. 30 Atari 
Users. £260. Tel John O903 
31 5240 

HAPPY XL $YSTEM: 500XL 

105C d'Sk dnve with Ha^ enhan- 
cer insialfed. ID10 rerxirder, 2 
joysticks ' 2C c sks. moj&e anc 
e^lras. £200 o.n.o. Tel. 0732 
312662 

SELLSWAP: C64 1541 f ) I ) 
MPS S01 printer. CN2. tragon 432 
+ recorder, manuals. Panasonic 
&B8 video, Eumig Projector, olher 
hems. Need Alari 1050 disk drive, 
A or 2Q02 scanner or w.h .y. No 
callers. Leflers only ^o Hamillon, 
26 Beive<3ere Place. Dutlin 1 . Eire 



WANTED 



BOOK: Rewised Miappmg The 
Alari, musl be In good condition. 
Wii pay up to £17. Write to Ttvs- 
ian Negus, 23 Newbridge Way. 
Truro. Cornwall TR1 3LX 

1 050 DRIVE: Will exchange 1c 
Scalectrkj Metro Turbo Race Track 
^OJted). Disk mosi be m good con- 
dition with manuals. Cornacr Gra- 
ham Storar on 0560 B3S06 

DAMAGED ITEMS: Cheap dam- 
aged 1 P50 or SQ0XL for spares-' 
repaif. Phil Cooper 03O2 5041 03 
evenings. 031 666 &B05 daylirne. 
00 56B05 railway. Also contacl 
wMh serious B-bh users. East- 
borne. Croyoon or Brii sh Rail 

800: Old 600 required <ngt SDOXLi 
Good pncft pa»d according to con- 
dition Any RAM size okay. Must 
be in good condition wiln no Faulis. 
Please ccnlacJ Robert rjn Bristol 
I.0272) 677237, Friday.'Sundays or 
any evening unlil 1 1 pm! 

PHOTOCOPIES: Could anyone 
send me photocopies ol DISPLAY 
LISTS pan 1 and 2 rrom Issues 13 
and 19 or PAGE C Please send to 
Mr. P. Adams. 29 MarkM Grove. 
Eillesley. Birmingham Bl 3 ORP 

ATARI HARDWARE; Any faulty 
nartfviare welcome, especiafiy disk 
drives, up 10 £20 plus p&c will be 
paid. Contact Mike on 0734 
S3 30 OS (an&werphone] or ivriLe 1o 
06 Hungers Hill. Burghfield Comm. 
Reading. Berks RG7 3HN 

1G29 PRINTER: Required wrth all 
leads and manuals, must be m 
Greater MancheS?er a/ea Rmg 
Amhony on (061) 24S 7603 

ADVENTURES: Alema:e Reality 
The Dungeon or Uflima III or IV. 
Please help a leiiow advemurer. i 
will pay wen Phone Julian. wc*1h 
Ing 10903J 506^6 

MANUAL; Operating manual for 
the Alan &5XE, XC 12 lape deck. 
Cen anyone help 7 Wes no1 sup- 
plied when purchased and I am 
having ditlicuMy in learning 
machine Used copy accepied. 
Contact Mrs p McNab. 1 32 Foresi 
Road. New CHIerton. Notls. NG22 
90S 



PRINTER ; 10Z7 0 r 1025 printer 
winTijiJ Kijr-i or HerLlordsrwre 

areas, Phone (0392) 22030 

130XE: Can anyone help^ I'm 
alter a working I :'sUXF only, no 
games, so I don'i have to llg/hl the 
children for theirs Write 10 Mr. P. 
Adams, 29 Marlclih Grove. Billas- 
ley. Birmingham B13 ORP 

LEADERBOARD: Copy lV Leader- 
board ior XE, disk or cassette wan- 
ted. Have tried US Gold hut ihey 
don't; want 1o know Te! 0^63 
7932S9 (events) 

DATA RECORDER: Must be. in 
lully wonting order 1or X.E games 
syslem, £&6 max. Se"er must de 
isrwer Coniaci Darren P. Chenery. 
24, Moore Park, Hailsham, Easi 
Sussex BN27 2LJ 

DISK DRIVE: 105O mus1 be mint 
also rare games, Gymss. Ultima 
IV, Gremlins, Ksrateka. Aquatron. 
Seiiiinei R.-Jd G^-e' Moscow, Uni- 
verse Phone Paul on (0207^ 
237C8S lalie* 6 pm.} 

LOCO: Has anyone ciot 1his ganrs 
by AJligata Software ihal they are 
will ng to sell tor under £2*. 11 so 
contad Steven 0423 B6912" 

hamtext: :.,.i-. anyone let me 
have a copy of Ite HamlejM prog- 
ram for RTTY - C.W. - ASCII? 
Mine has gol corrupted Disk sup- 
plied. Ring Harry on 0767 473136 

TANK COMMANDER: Has any- 
one got a copy o1 this game on 
cassette they are willing to sell me. 
Contad Tony on 0293 774955 

WAfiGAfiitS: SiraiesM wargames 
by SSl. Disk only, lair price paid 
ior pames such as Broadsides. 
Computer AmbuSh, KampJgruppe 
elc Musi have rules Write to S. 
Brelt, 40 Sharpies Road, Walso- 
nia. Victoria iDb?, Ausiraha 

MISS pacha N: Has anyone ocit a 
copy 01 tiny yu-'e on ROM who 
would be willing 10 sell il to me Tor 
£7.50 inc postage? Tel. Liverpool 
1051 1 922 606^ ask For Paul 

HANDBOOK: Who's gc-1 the hand- 
book tor the HQOXL, prtotOCOpy or 
original accepied. I'm willing 10 pay 
sh ipping costs. Arnold Bontsema, 
Wiberkaheerd 3&B. 9736 nd. Gro- 
ninrjgn. Holland 

DISK DRIVE: Wanted 1050 disk 
drive for studenl on E.T. Must he 
in good working order and around 
C5Q. Phone Paul on 3533 356507 
(evenings) or wriio 21 . Modbur? 
Avenue. Leicester LE4 2PY 

VOICE BOX II: Need di&K software 
tor 1hts, cannol locale suppliers. 
Will pay for back up Lost ongmai 
disks some years hack Coniact 
A.E. Raper. 17. Edgycorne Grove. 
Darlinglon. Co. Durt^am. Tel. 032& 
353S05 

CASSETtE DECK: Wanted 10-10 
cassette recorder with leads, will 
pay ££0. Coniact M. McGmlay. 
121 Bemeray St, Glasgow or 
phone 04t 772 4453 

MORE 

OVERLEAF* 
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An audio tape that shows you how 
you can make music with your Atari 

John S Davison's hour long tape lakes you through all 
the stages of music making with your Atari from Music 
Studio on the 8-bit played back through a TV up to 
Steinberg's Pro 12 played on a Yamaha YS-200 

Discover just what soil of music you can make - without spending a fortune! 
The WORLD OF COMPUTER MUSIC MAKING has been designed to introduce 
users to computer music making at an affordable level. Unlike other music 
tapes, which ar& composed with thousands of pounds worth of equipment. The 
WORLD OF COMPUTER MUSIC MAKING Shows you nil at ymr can achieve wllh 
low cost software and a Midi syrolh than anyone can aflord - the results are 

quite impressive! 

Side A cov&rs music making on the XL XE 
Side B covers more advanced music on the ST 

WARNING; Afisr tearing this tape you will want to make music an your Atarii 

Price £3.95 inc. post & packing in UK 

Overseas please add £1 for postage 
Order from 

PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR 

Telephone 0785 21 3928 
Access or Visa orders welcome 
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DISKS ARE AVAILABLE 
FOR ALL THESE ISSUES 

BACK ISSUES are £i ,75 each in the UK (inc, po§t & picking:! 
£2 .40 for Europe or surface mail elsewhere and £3.50 
for Air Mail outside Europe, Prices include postage 
ISSUE DISKS are for any 4Sk or 64k © bit Atari 

Each disk is £2,95, Postage FREE in U.K. 
Overseas add £1 per order [any number of disks) 

Send your order to 

PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR, ENGLAND. 
ACCESS and VISA accepted. Telephone 0735 213928 



contact extra ... contact extra ... 



prINTSHOP: Has anybody got a 
copy wilh documentation for sate? 
Please wmte to D FogeMy, 15, St. 
Martins G af.fi. Barlcrd-St-Manin, 
Salrsbury SP3 4AX or phone 
(0725) 7441 $2 

SS-I CAMES: Aryonfi willir-Q lo se 
the following SSI games: Sh toh. 
Mech Brigade. &ons of Liberty, 
Chickamauaa. Also consider other 
SSI wartimes Tel. (o?g;j| 5113-50 
leveninga) of write 1o Pat 
rtfcNamee. 12 Pleundwey Down. 
Swindon SHBfiNT 

DtSK DRIVEi Wanled 1rom any- 
one in Essex (unless wiHing to de- 
liver}, 1050 dek drr^e m good con- 
dilion. Wil pay up to £50. Phone 
Sle'fc-e t>ehAi'een 6" pn and 7 pm ■ 
026G 76B062 

104&STFM: Wanted. STFM only, 
no -soliware required. Also require 
cheap do1 matrix pri.nrter to qo with 
il, must be in good order. Phone 
Andy on 37603 (evenings) 

plotter PEWS; Can anyone 
give me the names and addresses 
01 suppliers o* plotter pans lor me 
1 02C'? Write to Michael Flanagan, 
34E S1 Cnads Fields.. Swaniow 
Drwe, Winaford, Cheshire CW7 
1LG 

PRINTER INTERFACE r TO OOTV 

nect Iron a FACIT 40 1Q prime* 10 
an AJGari XL oompular. Goi'd p-ie 
paid. Phflne De/ren 05 1 534 30 13 

XE.'XL SYSTEM; 903XL Oi 130XE 
whh 1050 or XF551 disk drive. Wil l 
pay reasonable price Write giving 
details to D. Hutchinson, &, Lime 
Tree Grove. Selby. N. Yorkshire 
YO& 0XT. All letter* answered. 



CONTACT 



PENPALS: Calling all 8-&1 usero. 
My narr-e is Mark and I own en 
800XL disk drive and X£l2 
Lape and would live penpals to 
swap hints, tips etc with. All letters 
answered, so don't delay, write 
today to M. Smilh. 133. Arrtover 
Road, Bes^wood, Notts NG5 5FD 

HELP LIME: -Got a game 1co 
ha/d 7 Why don't you drop m& a 
line, ive tips and cheals and maps 
lar most games and adventures. 
Wriie to 13& Townslield Road 
Westhoughton. Nr Bolton BL5 
?NT Tel 5*0725 any time and as* 
1or Dean 

XL-XE PENPALS; Hello! I would 
like 1o hear from any B-b*1 user's 
who ere inleresled m all types of 
SOltware adveniures. arcade 
games etc Write To Geraidine- 
Kinane. Teampall Nua, Temple- 
noe. Greengne, Tipperaiy Town. 
ReDub c c1 Ireland 

PENPALS: I have a 130XE and 
laps deck and want to swap hinis 
and games wilh anybody in Ire- 
rand contact Liam Dillon, 6. 
Ceanncora Lawn, Boreenmanna 
Road. Cork 

65XE PENPALS; I'm 21 and my 

son is 2 and we'd Me 10 hear from 
anyone wilh any hints or lips for 
games or anyihmg edualionai an 
letters answered. Any help appre- 
ciated. Please wriie to Sara, 70 
Casti's Lane, Foleshill, Coventry 
CV1 4DT 

fl-BFT USERS: I am Gary Smith, 
age ID. I own a 30DXL and 10*0 
recorder. Could someone be my 



rxmrjai lo swap advte, hinis and 
|ip$. Please wriie to Gary S-milh, 
oi Bearsdown Road, Eqqbuck- 
land. Plymoulh. Devon P16 5TR 

DUTCH PENPAL: Arnold 0"jk 
ing for somebody ^o swap listings 
and games wuh he's ool a rew 
games (10). Software tor the XL is 
hard to gel In Holland you know! 
Gemes on tepe! Anyone in^eres- 
led? Write Lo Arnold Bonlsema. 
^ rifinahaefd 36$. 9756 nd, Qro- 
ningen, Holland 

TURKISH PENPAL: Hello friends! 
I am umut Ogu; Celeni, a 17 year 
old Aleri user. I am interested in 
Assembly language. Basic, Simula- 
lions, adventures, shoot-em-upa 
and uliMies H you want Lo have a 
good cprrtad write to me at 
Sarayardi.Cad. Emek Apt. D*. 
K 3. Ar. nadem, Is^anouf, Turkey 

HELP WANTED: Have $o r . a 
1 30XE and need help in program- 
ming e1c. Wme to Ge^aldirw 
Kinane, Teampa NL;a, Temple- 
noe. Greenane. Tipperary Town. 
Republic of Ireland 

KL'KE USE RS. Male or female 
computer enthusiasts to swap 
games, hinis, nelp wiK various 
advenlure games. Please wriie to 
me E ve Jordan, 4 Easl Avenue. 
Exaler, Devon. EX1 2DY 

SOVIET-BRITISH LIMK: I have an 
Aian 65XE used in a Youth Cenlre 
in Irkutsk., Eastern Siberia and 
would like to contact people who 
could nelp:o make fid-..c.Hional 
cpmpule' programs. Tor teaching 
English as a second language " 
i]ESLl. Please write lo Michael 
Dvoryadkin, Krasnokasacriya 
3lreel2-2-'. 66^007 Irkutsk, USSfl 



HEW USER GROUP: i am torming 
a new B-bi1 user gr^oup We have a 
bi-monlhly newsletter containing 
■icws. reviews, programs and 
toads of other features We also 
Have a small PD library. Please 
write 1o Alan Addi'inr, 1 6'oad- 
meadow Green, Siowlawn, Bilston, 
Wes1 Midlands, WV14 3EO 

OVERSEAS PENPAL: I would like 
a penpal from anolher country. I 
own a 6"5rtE. XC*2 tape dec*, and 
■ C ocd games. I am 1 1 years old , 
i like typing m programs, playing 
games (only ones I can win}, I 
would like lo swap games, bps elc. 
C.J. Oeorge, 1$ Wain Road. 
Hamblelon, North Yoriishire, Nr. 
Selby, YG$ 9HN 

NEW $ USER GROUPi In the 
Soulh. Monlhly newsletter, lips, 
info. help, servtces, listings pui to 
tape or rJsk cheaply . Some soft- 
ware and second hand hardware. 
Suggestions welcome. Call XL/XE 
ALIVE on D734 25&B9<3 

SWEDISH PENPAL: My name is 
i rihiai nrxi i am 14 years old I 
have a 13DXE wilh XC 12 tape unit. 
I would like to &we.o hinis. tips and 
games with any 8-bit use r around 
the worio. ah letters answered. 



Write to Torjias Jorborn. Ljuog- 
va^en 99. 19460 UppJands. Vasby. 

Sweden 

PENPALS: Hi' Plob calling irom 
Br stol Eo all 8 -bit users. I have an 
800XL With two 1U50 disk drives 
(one whh Doubler). I would like to 
hear Irom anybody who'd like to 
swap hinis. lips and programs. My 
musical taste covers- Rock to Clas- 
sical. Overseas welcome! Please 
contact HobarT Fry, 44, Slaplag- 
rovfl Crescent. St- George Bristol 
BS5 BOW 

VENEZUALA HOLIDAY?!: We 

need to contact persons and user 
groups alt world over, software, we 
make ourselves in Spanish and 
English for c.jr ST and 300XL, a" 
public dcoain and we buy more 
than 400 software items in USA, 
UK and Oilier countries. I am man- 
ager o1 User Group Alan Vene- 
zuela too. We offer 1o any Atari 
User wrillnj lo me who wants, lo 
come 1o Venezuela to know our 
country everyihir>g hoe. you are 
welcome ana only have to pay 
your Night. Please write to Jose 
Mendoza. P.O. BOX 16&11. Can- 
rielaria, Caracas, Venezuela, 
rf anyevifi ja*es l>p f.g is penyi/Ttf , ,i 
tve muld k-ve to know. Ed. 



FOR SALE ... WANTED ...PEN PALS . 
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CONTACT le FREE of charge and may be used by 
any genuine Atari enthusiast for cunta^tmjg other 
owners. Any notice may be included emeepl those 
offering software only for sale or exchange or those 
offering items for sale commercially. The Editor 
reserves the- rLgtit to omit any notice received at 
□15 disc region. 

Seod your CONTACT notice to CONTACT, PAGE 6. 
P.O. Box o>4, Stafford. STIG I DR. Picas*: write your 
notice on a separate sheet of paper, not as pert of 
a letter. 



THE ACCESSORY SHOP 

ISSUE 46 



Welcome once again to the Accessory Shop where you canjind lots of bargain programs 
to keep your XL or XE happy. This issue we have some excellent graphic adventures 
from Scott Adams - again programs that have not been on sale for many years and that 
will most probably be exciting discoveries for many new owners. We also have con- 
tinuing supplies of most of the Atari ROMS and disks introduced last issue - your chance 
to get some serious program or have fun at a fraction of the original price. 



4, 




NEW 
SOFTWARE! 



PIRATE ADVENTURE 




11 Yu ho ha and a battle nf 
rilnl^i". You'll meet up with tin: 
pirate and his daffy bird along 
with many strange sighis as you 
attempt to £0 from your London 
flat to Treasure Island. Can vou 
receiver Lung juhn Silver's lust 
treasures? Happy sailing matey. 

Scott Adams Ci rap hie Adventure 
#2 brings you a superb Bt^i li- 
ner's level ad \ en lure cinnuJete. 
with graphics and ideal for all 

ages 



Original price £19.95 

DISK ONLY QUR pR|CE £7> g 5 



THE COUNT 




DISK ONLY 



VYhens the last time you awoke in an 
antique forms bed io a dank, desolate 
castle? If your answer is "never" 
you've come to (he ri&hr place! This 
marvellous (iothie, er Graphic 
Adventure wii!! escort you into the 
weirdling world of a certain well- 
known Transylvania 1 1 l- i. .Shiver- 
ing has never been so much Tun! 

Scott Adams Graphic Adventure #5 
a Mi derate level adventure complete 
graphics and ideal for those who 
hau i had a little experience. 

Original price £19.95 

OUR PRICE £7.95 



VOODOO CASTLE 




DISK ONLY 



The Count nf Monte Crislo reposes in 
a coffin in his must} easily awaiting 
an able assist from you to remote I he 
curse thai hinds him in non-hiV. K hi.- 
clown fur [he ( nunt for good* nr van 
you help? Gather your rabbit 1 * foot, 
archaiic charms and courage, (nwid 
Sir or Madam, and prepare tn slvp 
l h rough the portal of Voodoo castle! 

Scott Adams Graphic Adventure 04 is 
a Moderate level adventure complete 
with graphics and ideal Tor those who 
have had some experience* 

Original price £19.95 

OUR PRICE £7.95 



STRANGE ODYSSEY 





DISK ONLY 



At the galaxy's rim, there are rewards 
aplenty to be harvested from a long- 
dead alien civilization. raljulous trea- 
sures ... ad vanced technologies fur 
beyond human ken ... All this and 
mure awaits the brave galactic Adven- 
turer, fSut will hiu he a hie to recover 
the wealth and return honied hrronrc 
yourself for a Strange Odyssey J 

Scott Adams Graphic Adventure 4fo is 
a Moderate level adventure complete 
with graphics and ideal for those who 
have had a I title experience* 

Original price £19.95 

OUR PRICE £7.95 
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*£et'& r?We 'putt! 

Atari have had some real classic arcade games and originals either written t}\emselves or 
specially commissioned. Some of these titles have not been available for some time and all are 
top quality programs to bring you fun and excitement with your Atari. 

ALL ROM CARTRIDGES WILL PLAY ON ANYXL/XE SYSTEM 

INCLUDING THE XE GAMES SYSTEM 





DISK ONLY 

requires 1050 drive 



Fun ur educatum,' ISuih realti' in this fciKeinulina, 
l^nk ut tile hea^eil>. Over slars, lOflSlei- 
bMNins, the solar system and rmm- than ,*(H) 
deep-sky oh jilts are depkted in this priignam 
IhiLt ullou-s >uu U.\ view the universe. You can 
make slellar and planelarj maps, sludy eclipses. 
U'iLrn :itnnjt larifu4e ami longitude sunrise and 
sunset u^uinnt latllnde and HCSLStm and determine 
ru 1 . L^iLlinjual position frum celestial observaliuns. 
You'll learn a great deal and you'll have fun 
vi hilf doing il. Include an t % \e£>lh'n1 ivlluhliI and 
guide. 

Normally £1635. 

OUR PRICE £6.95 




GALAXIAN 



Another arcade conversion thai retains all 
of the addlcttveness of the original and 
.mill stands as miv uf the till Time classics. 
Blast the galsKians as they advance in 
formation and peel off to attack, With erne 
or ivrit players and 10 skill levels you 1 !] be 
entertained for a long time. Includes an 
easy upturn for beginners, 



ROM 
CARTRIDGE 



Normally £12.95. 



£6.95 



f=OOJWUl 




ROM 
CARTRIDGE 



U.S. FOOTBALL 



American Fonthall i* now a big craw in this 
country and you tiin uov. uhiy al hoinir. (Jut- 
smart the defence, puns with amazing accuracy, 
run wilh speed and agility, make tackles, select 
offensive and defensive plans and more. You cm 
Kiki. i.i n I h l l computer in a practice j»ame nir 
chalhn^i a Friend In a dramatic video howl 
game of your own in a packed stadium. All the 
thrills of the gridiron - without all I he humps 
jind bruises. 

Normally £1235. 

OUR PRICE £6.95 



POLE POSITION 



The ultra-realistic graphics and sounds of 
the Grand Prix explode into your Jiving 
room in this computer version of the clas- 
sic arcade hit. Complete a lap in qual- 
ifying time, then take on the Fuji raceway 
and competing drivers in a high speed 
race. One uf I he all time classics. 



Normally £1235. 

OUR PRICE £6.95 




ROM 
CARTRIDGE 



PACMAN MC-MAN 



Surely one of the best known games? 
Guide your happy HI tie Pacman thnviifh 
l In: rnaxe gobbling up dots and fruits while 
avoiding the ghosts. (iain a honus PacMan 
every Ifr/llll) points as you rack up the 
score. Simple, colourful, addictive and 
compelling. A classic game. 




Normally £12.95. 

OUR PRICE £6.95 




ROM 
CARTRIDGE 



JOUST 



Don your helmet and huist your lance and 
climb aboard an ostrich in this unusual 
arcade game! Do haltle with (he evil Bua- 
zarri Riders in deep space, Pterodactyls to 
the right of you* alien eggs to the left* ynu 
must learn fn My .so that you wnnH die so 
very far from home. All the arcade thrills 
for one or two players. 



Normally £1235. 

OUR PRICE £6.95 



JOUST 



k.k Mf. Mho :?Hk 




ROM 
CARTRIDGE 
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ROM 
CARTRIDGE 




ROM 
CARTRIDGE 



RESCUE ON 
FRACTALUS 

Ask old hands uhnl ^as one <if ihe best games 
ever for the Atari Mid j jjcmd proportion ot 
them will say Rescue on Fractalus, This game 
from l.mnvfiJm sH neu standards in cumputer 
Karnes combining a -pace \M^ht umulutur ss i rife u 
rescue mission. Super n ever changing, 3*0 scen- 
cry as von 11% through tilt 1 mountains to land on 
Ihe plane* and rescue stranded pilots. Its tcMi^h 
and as you gel betler it K tl.s tougher, but what a 
thrill to master, Se-f for yoorseli wh^ manv 
consider rhU m be I hi- li t -s! yarni ii1\jdl inuc. 

Normally £14.95 

OUR PRICE £6.95 



ROM 
CARTRIDGE 



BATTLEZONE 



Another cracking arcade Clin version thai scl 
rk'U standard*, You command a tank oil the 
battlefield under attack Irom enemy tanks and 
flying saucers. Von can manoeuvre through 560 
d threes jim (he enemy attacks from all directions. 
Watch your radar, lorn Had blast as the Crtcroy 
approaches at speed, A direct hit will see the 
enemy tanks and saucers explode into frag- 
ments, hut if they fire first, you'll have to ouh 
manoeuvre ihrm. H 1ak<-s nerves nf steel. One 
player, A ve skill levels. 



Normally £14,95 

OUR PRICE £6.95 




LODE RUNNER 



Another classic, perhaps ihr he-it uf aJJ platform 
parries. 1 rm are a highly trained GflJactit com- 
mando deep in enemy territory, Your mission is 
to in flit rale all 75 of (he enemas .subterranean 
levels to recover ever> last piece of j;uld. Vou 
are equipped with a laser drill pMol but you'll 
need more lh;oi [lutt, vou need mi ruling, speed 
and agility. Lode Runner include* a Linujue 
estra that allows yon lo Create your own levels 
so that the game can go on forever, One of the 
htst. 



Normally £14S5 

OUR PRICE £6.95 



ROM 
CARTRIDGE 



ONE ON ONE 



Hay baskcthall with two of America's top play- 
ers in this ftreat sports simulation which features 
realistic offensive and defensive moves, fatigue 
factors, hoi streaks, a shot clock, even instant 
rcpaj and a shattering hackouardl lake Ihe 
a.amc nf basketball ilst'li; One-on-Onc rewards 
vou for plating with your head as well as your 
hands. Master the joystick mm, sharpen your 
timing and hone vour rclUvi-s, .lump: .S howl J 
Score! 



Normally £14.95 

OUR PRICE £6.95 



BALLBLAZER 



\ not her Trom LucasFllm. this top gjuaJEly splir 
screen j;arne lakes place in a ^ames arena of the 
future. You are strapped into a koioloil hover 
craft-like vehicle that skims n^er Ihe surface of 
the plavFielri at 50 metres per second, ihe object 
is simple, just release your Plasmorh through 
your opponents goal - but it lakes a great deal 
of skill and Hitting] Hallblazcr tealu res two- 
player simultaneous play wilh first person pers- 
pective Tor holh players. One or Ihe finesi I wo 
pl.u^r marries ever, 



Normally £14.95 

OUR PRICE £6.95 



STAR RAIDERS 2 

The original Star Haider* is updated wilh heller 
graphics and sound in this all action space 
drama til which you must (rack down eoemv 
erafi nsinii M Jur long ranyc scanner and radar. 
Vour job is 10 clear each Sector whilst ensuring 
rl"uiil the eneim do not overrun planets in 
another pari of the ftalaxy. It will lake skill in 
deciding which sector to warp lo, tan you afford 
to clear a sector or will you have to leave to 
defend a planet and return later! Make sure 
your craft is in good condition and properly 
fuelled at all times. \ great follow up to an all 
time classic. 

Normally £14.95 

OUR PRICE £6.95 



MIDNIGHT MAGIC 



Pin ball on your Atari can heeome totally addic- 
tive as thousands on addicts to ihe famous Pin- 
hall Construction Set will testify. Now you can 
juiJi in the fun wilh David's Midui^hl .Magic, all 
Ihe I h rill of the pinball table on your screen. 
There are flippers, bumpers, drop targets and 
yi hj Lioi L-.ua shiiLf' ihe miiL.lnjie. WjlU h you 
don 1 1 lilt It! All of the action, sounds, thrilis of 
real arcade pin hall for op to lour placers. 



Normal price £14.95 

OUR PRICE £6.95 



FIGHT NIGHT 



J-'ij-hl V'ifiht brings you all the thrills of the 
boding ring as you face five or the most brutal 
fighters ever. Its five separate batiks are Eolal 
u.ir uilh relentless actirm, I he Uoxinu Umstruc 
tioo Set allows you and your opponent to creale 
your own perfeet boxers, selecting stamina, in- 
tellect and slyle. Train, spar and step into the 
ring to pit your perfect boxer against the com- 
puter or a nuttier opponent, l-'or une ur [;•*•• 
players. 



Normally £1435 

OUR PRICE £6.95 



ROM 
CARTRIDGE 




ROM 
CARTRIDGE 




ROM 
CARTRIDGE 




ROM 
CARTRIDGE 
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VISICALC 

The world famous Viskalc spreadsheet available for your Atari Visicak wit! lake care of all of your 
spreadsheet requirement* with all the arithmetical functions you could want on a spreadsheet Shut h 63 
eolufnm wide hy 254 wwi devp. At! major spreadsheet functions are supported ond the program even allows 
split viewing windows, 

Viskalc must be one of the finest products ever produced for the Atari and corns complete with superb tutorial 
and quick reference guide, Believe it or not the original price fur this package was £159,95! 



DISK ONLY 



Original Price £159.95 

OUR PRICE £11.95 



This is one of the most 
professionally produced packages 
we have ever seen for the Atari 



flMfWISE 




TIMEWISE 



11% not use your Atari as an electronic diary? Timewise allows you to keep track of all your appointments and 
important dates on a daily, uiontkty or yearly basis. Now you can dispense with your diary and kt your Atari do 
the work. If you have a printer Time wise allows you to print out the information in a variety of wayn. 



DISK ONLY 



Original selling price £2239. 

OUR PRICE £7.95 



A very practical program that 
will make your Atari even more 
useful 



PROOFREADER 



BR«SS StflS.S 

M-i w ii : >i i ii i i li j 




■* l ■ X* ■ 



Users of Atariwriier will be delighted 
with rliis i t lie luit^ lust spelling checker 
for I he A lari writer cartridge! Proof- 
reader may he loaded alongside A tar ■ 
i writer Icj Rive you instant access to a 
dictionary of 3fi,00n words. If that is 
not enough you can add your own 
words as you go. Errors are highl igni- 
te I im screen tor correclion h unusual 
words can he saved and you can look 
up spelling*. Proofreader is the mis- 
sing link for Atari writer. 



disk only - OUR PRICE E5.95 



TOUCH TYPING 




CASSETTE 
ONLY 



Everyone who uses a computer needs to 
brush up on their typm^ and now you 
can learn to type like a professional 
typisl with this complete tutorial r Touch 
Typing presents a self paced method of 
Learning hy if 1 ling you practice typing 
letters, sentences and paragraphs. The 
computer determines words per minute, 
number of errors and your weak points, 
Random sentences are gencruU'd to drill 
you in those areas. Contains two casset- 
tes and instruction manual. 

Previously £19.95. 

OUR PRICE £4.95 
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Learn to program* it will make you Atari come alive. Even ij you are only able lo write short 
* program you will experience the joy of creation and once you start, you may well want to go on 
to become an accomplished programmer. If you already know Basic, maybe now's the time to 
learn machine code. 



MACRO ASSEMBLER 

AMD PBOCMA\1--ff XI flMWHf 




DISK ONLY 



MACRO ASSEMBLER 



The Macru Assembler will allow you lo create your own machine 
language game* and applications rive times Faster than with the 
Assembler Editor cartridge and it can au£ ruble as many as LftOti 
symbol definitions with nu limit on pm^rarn siz*. You can duplicate 
code, optionally assemble code and modularise your prngram. You can 
define symbols and macros in a library Hie and access them allowing 
you let create modules that can be used lime and time again. The 
Program -Text Editor included has all of the features of a word 
processor enabling you lo write your programs much more conve- 
niently, i n leash I he power of your Atari with Assembly Language 
programs. Includes two reference manuals and a quick reference card, 



Normal price is £19*95* 

OUR PRICE £7.95 



EASY PROGRAMMING 
FOR YOUR ATARI MICRO 




This book went out of print 3 years ago 
and we have been searching for a replace- 
ment ever since. We are absolutely de- 
Lighted to have found more stocks of one 
of the best beginner's books ever pub- 
lished. Over the past couple Of years 
whenever someone has phoned for a be- 
ginners book on programming we ha ve 
advised then to try and find a second 
hand copy of this boofc - now you can buy 
It once again, brand new! By the end of 
this hook you'll he writing your own 
programs, including those 'with fall 
graphics and sound, 




OUR 


PRICE £5.95 



INSIDE ATARI BASIC 



If you laney dabbling with programming ta^arc not sure of 
your capabilities try this excel! enLJi^tf rfcAiners hook at a 
bargain ptlce r The book takfj^offu^S^i every stage of 
programming aL an jnt ^duf'Ltjv iCTf] showing you just 
enough logel vcai ifam ad Jfrroi ] hooked [ben you can 
always go on tch^Jpte* advanced book, [deal for youngsters or 
Lhe complete nemfc, Over 3 80 pact's. 



OUR PRICE £2.50 



BASIC CARTRIDGE 



Why would you want a Hasic Cartridge 
when Hasic is u I ready buill in to yuur 
machine"? Well some programs, especially 
some early public domain programs won't 
run on the XL/XE but Ihey will if you 
plug in the old version of Basic. Much 
more convenient than having to hoot in 
I he old Basic from disk and, at this price, 
worth having just as a backup. We will 
not he having more stocks of this item so 
now is Ihe time to buy. 



ROM CARTRIDGE 

OUR PRICE £3.95 



ATARI BASIC 



BASIC 



A self teaching guide to program- 
ming in Basic thai includes 
do^ns of lessons, and smHests. If 
you want to learn AtarffiaSlc 
properly, step by sLcjj^aJier than 
Just playing about wpQffngrams, 
this tutorial approdfch m the way 
to do it. You'll pick up m full 
understanding ^^V^h things as 
Read and Data, Tfcirfien state- 
ments. For- Nc^^bps, subscrip- 
ted vaxlablerfata'ays, string vari- 
ables and u^aff Hie approach is 
somewha(jjfffaemio but if you 
work throuM the book von will 

not only be able Lo write programs, you'll understand exactly 
what you are doing and that is fundamental to putting your 
own Ideas Into -a program. The hook that the editor used to 
learn Atari Basic T Originally priced at £1 4,95, 

OUR PRICE £5.95 




400/800 FIELD SERVICE MANUAL 



Your lasl chance to obtain (he 400/800 rr^iHfCfal and at a 

stocks of 
p ant to the 



special price. We have now picked UfW\ a \ s V" s * s1 
this excellent service guide <1^J is tlslp^tflly relevs 

fis, Tfrf air information, services 
t resource for all techno- 



guide 

XL/XE, Contains circuit d1 a 
bulletins and m 
buffs. Uxst few 



OUR PRICE £9.95 
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ORDER FORM 

ALL ITEMS FOR XL/XE 



SOFTWARE 



BOOKS 



Quantity 


Title 


Price ' 


Total 




VISICALC 


£11.95 






TIMEWISE 


£ 7.95 






BASIC CARTRIDGE 


£ 3.95 






MACRO ASSEMBLER 


£ 7.95 






TOUCH TYPING 


£ 4.95 






PLANETARIUM 


£ 6.95 






PROOFREADER 


£ 5.95 






POLE POSITION 


£ 6.95 






GALAXIAN 


£ 6.95 






PACMAN 


£ 6.95 






U.S. FOOTBALL 


£ 6.95 






JOUST 


£ 6.95 






RESCUE ON FRACTULAS 


£ 6.95 






BALLBLAZER 


£ 6-95 






BATTLEZONE 


£ 6.95 






STAR RAIDERS 2 


£ 6.95 






LODE RUNNER 


£ 6.95 






MIDNIGHT MAGIC 


£6.95 






ONE ON ONE 


£ 6.95 






FIGHT NIGHT 


£ 6.95 






Total 





PUBLIC DOMAIN 



ADVENTURES 



Quantity 


Title 


Price 


Total 




PIRATE ADVENTURE 


£7.95 






VOODOO CASTLE 


£ 7.95 






THE COUNT 


£ 7.95 






STRANGE ODYSSEY 


£ 7.95 




Total 


I 



TELEPHONE ORDERS 0785 213928 



TOTALS 

Software £ 

Books £ 
Post and Packing on above £ 

Public Domain £ 

PAGE 6 Software £ 

Total 



1 _OQ 



Quantity 


Title 


Price 


Total 




EASY PROGRAMMING 


£ 5.95 




Total 






Ouanlily 


Title 


Price 


Total 




ISSUE 45 DISK 


£ 2.95 






ISSUE 46 DISK 


£ 2.95 






8- BIT REFERENCE GUIDE 


£ 6.95 






TURBO BASIC 


£ 3.95 




Total 






PAGE 6 SOFTWARE 


All on disk unless shown 


Quantity 


Title 


Price 


Total 




Ml DIM ASTER 


£24.95 






TRANSDISK IV 


£19.95 






TARITALK 


£19.95 






MINI OFFICE 11 


£14.95 






SPELL ME - Cassette 


E 4.95 






SPELL ME - Disk 


£ 6.95 




Total 





Most goods wilt be despatched within a few days but please allow up \q S3 days for 
delivery - Please feel free la copy this form if you do mot wish to cut the magazine 



Name 
Address 



Total Order 
OVERSEAS postage (see above) 



£ 
E 
£ 



□ I enclose cheque P.O. for £ 

□ I authorise you to debit my credit card 
□VISA O ACCESS □ eUROCARD □MASTERCARD 
My card number is: 



]□□ 



Expiry date: 



Signature 



Please ensure that the name and address shown are 
the same as the cardholders. 



Please make cheques payable to PAGE 6 

POST TO: PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR Tel. 0785 213928 



FAX: 0785 54355 





o$e of you with young children might like to know that 
Alternative should have a couple of Thomas The Tank gamps 
out -by now plus an educational program- The games are 
Thomas The Tank 1 and Thomas The Tank - The Race and 
both retail at £9.99. The educational program is Thomas 
The Tank's Fun with Words which will sell at full price, 
£1 9.9$. Mindscape Have released SPACE ROGUE which is a 
space flight simulation combined with role playing adventure 
selling at £29*99 as. well as having picked up the licence for 
the Tom Cruise movie DAYS OF THUNDER. The game will 
feature high speed action with viewpoints inside the car, 
looking at the driver r looking backwards as well as having 
cameras on both front and rear bumpers - all this plus all the 
usual features of the computer driving, simulation, look out 
also for CAPTWE from Minds c ape, set in the future you try to 
escape from captivity when a computer malfunction 
awakens you from suspended animation, Bomark meanwhile 
continue their big name licences with THE SPY LOVED ME, 
all the usual Bond stuff in at? action packed game for 
£19-99- U.S. GOLD should by now have a couple of interest- 
ing games out, GOLD OF THE AZTECS, Written by an ex- 
Psygnosis designer promises to look good if nettling efse 
with 26 megabytes of graphics and 80 screens of tricks and 
traps with the hero containing over 1500 frames of anima- 
tion. OPERATION STEALTH is a follow on from Future Wars, a 
mouse controlled action adventure which has you as a CIA 
agent trying to locate a Stealth fighter that has mysteriously 
disappeared over South America. Another from 1/ 5. Gold is 
U.N. SQUADRON, a very topical game which finds a multi- 
national peace keeping force in the Middle East trying to 
save the world from destruction, and this was conceived 
before Saddam Hussein decided to piay a few games of bis 
own? Meanwhile another type of war Is being raged inside the 
human body in VAXIHE in which you must destroy nasty 
viruses attacking your body ceils. Others coming up from 
U.S. Gold are MQQNBLASTER, a space shoot em up set Jn 
the outer fringes of the solar system, OUTBOARD, a round 
the world powerboat simulation and MAGICIAN a maze game 
full of spells, traps and nasty frogs* Elite have come back 
into the big frcences, after quite a time releasing their back 
catalogue on budget labels, with GREMLINS 2 which is sche- 
duled for autumn release. From Electronic Arts, or more 
precise^ the Bufhrog team wfio dreampt up Populous, 
comes POWERMOHGER a similar concept in which the play- 
er visits a world in which each individual fras a borne, an 
occupation and a level of intelligence. There are landscapes, 
fishermen, farmers, ranchers, cattle and sheep all going 
about their daify business as the seasons progress. As the 
leader of a displaced tribe you have to explore 200 territor- 
ies, win the loyalty of the people, work on improving tech- 
oologies, provide food and more in order to help this world 
survive and prosper. Sounds good! Another from Electronic 
Arte is THE IMMORTAL, an action adventure in which you 
play a wizard searching for his long lost teacher. Goblins, 
trolls, slime and huge worms await you in this one: More 
seriously come DELUXEPAIPiT ST, the first Deluxe product 
released on the ST. This package is well known and has 
received rave reviews on the Amiga so it will be interesting 
to see how it will be received on the ST. There were origiitai- 
ly several paint packages around on the ST but few r apart 
from Degas, seem to have survived. With Degas now quite 
long in the tooth, maybe H is time for a new standard? 
Finally, in mid-October, 'a new concept in Advanced 
Dungeons & Dragons' is due with SHADOW SOPCEROR de- 
veloped to more closely match the tabletop version of D&O 
with a slower pace and concentrating more on conundrums 
than carnage, There Is a 3D Isometric play area for indoor 
confrontations, a hexagonal grid for outdoor confrontations, 
100% mouse control and 3D animated 'miniatures' to repre- 
sent your players. The scenario has your characters 
shepherding frightened refugees who are fleeing the Draco- 
nian armies. Your task is to protect and feed the refugees 
while exploring the hazardous terrain - attempting to find a 
safe haven out of the reach of the evil horde. It will be 
interesting to see how different this 'now' concept is. 




DELUXEPAINT 

setting new 
standards on 
the ST? 



Another shot of 
Electronic Arts 
DELUXEPAINT 

showing one of 
the famous 
Amiga images 





THE IMMORTAL 

action adven- 
ure with lots of 
asties out to 
estroy you 



SPACE ROGUE 
role playing, 
space flight 
simulation 
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COLLECTIONS 



E aha nee your DTP or word processing with these superb 
collections of Clip Art that may he used in any program that 
accepts DEGAS format pictures. AH images are in the TINY 
comprrsxed format to get mow an the disks hut there are 
conversion utilities included with each set. 
All images hare been tested with Elect Street Publisher and 
should be compatible u-ith any DTP program or programs 
such as 1st Word Plus 



CLIP ART COLLECTION 1 

Clip art images for your ST 
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This four disk celled ion contains hundreds of images lor use in Desk Top Publishing or word processing 
programs that accept graphics, You can enhance any publication whether a full blown magazine, a 
humble social club pamphlet or even your own personal stationery. The images are in a compressed 

formal on the disks to enable as many as possible to be included but there are full instructions 
on how to convert the images to Degas format which is a standard recognised by mosf programs. If 
your program requires IMG format pictures, these can usually be converted from Degas with utilities 
supplied with the program concerned. This collection contains holiday and Christmas art, alphabets, 
gf people, cartoons, sports, logos, valentines, fun graphics, whimsy and much, much more to enhance 
your creations. 



hi ■, 

ah TILUI UMI 



Ui.lc.-i 1p h 

UlF t'Jll-ll -^mJ 




FOUR disk collection - just £10! 





CLIP ART COLLECTION 2 

Hundreds more images for your DTP programs 
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Following the success of ihe firs I Clip Art Collection we have put together a further collection of all new clip art 
with many diverse subjects, We have tried to balance the collection out with some large clips and several small 
ones, tor instance two screens have about 50 faces on each! We are sura that you will find many useful items 
on these four disks. Three of the disks have general items including people, animals, computers, 
business related graphics, cartoons such as Disney and Garfield, hands, eyes, classic art and much 
more while the fourth disk is mamly fonts and borders. There are also a number of trademarks from 

the thirties which are now out of copyright. Your artwork can be enhanced by Including graphics or large fancy capitals or headlines 
which are not normally available in most DTP programs and by using some of the excellent borders and corners on these disks. 



CUP ART 2 is £10 for FOUR disks 





CLIP ART COLLECTION 3 

Double the images! 
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At last another Clip Art Collection wilh all new pictures including many scanned 

from commercially available copyright Iree art. There is a huge assortment C r< " jlf O | f_»iudi'i ^ 

ranging from people to buildings, cartoon style drawings to hand drawn objects 

and more. This collection is in Tiny format lo get more on the disk and comes with conversion utilities 10 convert 
Ihe images to Degas or directly to IMG, 



gmppy Slew ytaf 

Best uj I shes 

FOUR DOUBLE SIDED DISKS tor £10 




CLIP ART COLLECTIONS 1 - 3 ARE AVAILABLE FROM 

PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR 

SPECIAL OFFER - ORDER ALL THREE FOR just £25 





Tel. 0785 213928 
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Well, Damocles has finally ar- 
rived! I must admit Vd given up 
all hope of il appearing, as it's 
been "coming soon" for about four years 
nowf It's subtitled Mercenary II, and sur- 
prise, surprise, It's a follow-on from au 
thor Paul Woakes h massively popular ori 
ginal Mercenary game, [n fact, if you suc- 
cessfully completed Mercenary you can 
even use its end game save file (if you can 
find It after all this time!) to import your 
final inventory into Damocles, Tills also 
seems to have implication a only hinted at 
in the Damocles instruction manna 11 
Anyone who's played Mercenary will Im- 
mediately feel at home with Damocles, as 
Us overall presentation and gameplay are 
very similar. The main differences are in 
the scenario. 1he scale of the game, and 
the graphics, so let's take a closer look at 
these. 

Action l Likes place in the Gamma sys- 
tem of nine planets and their nineteen 
moons, orbiting a star called Dialis. Un- 
fortunately one of the planets, Kris, is 
threatened with destruction by the comet 
Damocles, which Is on a direct collision 
course with it. The president of Eri s 
offers you Ihe job of preventing the eatas 
trophe and you, of course, accept with 
alacrity. One small snag [hough - you got 
slightly delayed en- route to Erts (for 
about four years - does that sound famil- 
iar?), so now you have only a few hours 
to prevent Damocles pulverising the 
doomed planet. 
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Title: 


DAMOCLES 


Publisher: 


Nov a gen 


Price: 


£24.99 


Reviewer: 


John S Davison 



Mercenary Invol- 
ved only one city on 
one planet, hut in 
Damocles you can 
travel almost any- 
where in the 
Gamma system, 
assuming you Vc 
obtained a suitable 
spacecraft. You can 
even 3 find on 
Damocles itselfi 
Bui beware! Space 
travel is at near 
light speeds, caus- 
ing rapid passage of 
time on your Eris 

based timeclock- Finding an alternative 
method of interplanetary transport is 
i herein re a high priority task. Once on a 
planet you can travel on foot, by car, by 
aircraft, or even by space vehicle - 
assuming youVe located a vehicle and 
found its matching key , of course. 
Most of the planetary settlements have 
complex road systems on which count- 
less buildings are located. I found it 
essentia] to map these, as many of the 
buildings look similar and disorientation 
soon sets in. You explore the buildings 
on Ioot h bul some need the appropriate 
key before you can enter. Most buildings 
are multi-room, multi-storey affairs, with 
access to other floors via a lift r The clues 
and objects you need are usually hidden 
somewhere in these buildings, but only a 
lew locations actually contain any- 
thing helpful, flint - possession of 
an A to Z Computer can save you a 
LOT of time. 

As expected, progress is achieved 
by finding useful objects h following 
meaningful clues, and avoiding 
sneaky traps cunningly laid by the 
author (beware Estate Agents and 
Solicitors, amongst othersf). You 
may also need to do some trading to 
obtain essential items, and could 
even get involved in combat if your 
actions provoke an attack. It's pos- 
sible to reach one solution to the 
game by following a fairly straight- 
forward trail of clues, but this uses only 
about 20% of the game's capabilities. It's 
a good way of gaining experience, but 
more advanced inlay its will want to dis- 
cover the more challenging alternative 
solutions. 

The mo si obvious difference between 
Damocles and Mercenary is In the 




graphics. Damocles uses spectacular col- 
our filled, three dimensional graphics 
compared with Mercenary's simpler wire 
frame approach. And the speed Is breath 
taking) Screen refresh rates must be 
approaching 20 frames per second In 
places, making the game's first- person 
view of the action truly exciting, Also 
notable is the game's opening sequence, 
in which you fly from deep space into the 
Gamma system and down onto the sur- 
face of Eris to land at a spaceport. And I 
loved the way the planets and moons rise 
and set and wax and wane according to 
their orbital positions, and how Damo- 
cles changes as it moves in Its orbit 
around Dialis. 

Sound is fairly unobtrusive , limited 
mainly to general sound effects and the 
burb lings of Benson > your friendly com- 
munications computer. However, if you 
need music you can obtain a ghettoblas- 
ter at a disco on the planet Logos. This 
plays a recycled version of the music 
from Backlash, an earlier Paul Woakes 
gamel Nice touch. 

The thing that surprised me most about 
Damocles is that it's contained on just 
one disk, and what's more, once loaded 
it's totally memory resident - even on a 
520ST! Paul Woakes has obviously used 
every trick in the book to cut down stor- 
age requirements, eliminating those bor- 
ing waits while new graphics load. The 
result? Uninterrupted action! 

1 can't remember when I last had so 
much fun reviewing a game. For me 
I Ja modes has everything - top notch pre- 
sentation, excitement, depth, lots of 
humour, addictlvencss^.. I could go on 
forever! I won t though, I'll just get 
straight back to playing it instead . Buy It 
- youll love It! 
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WORLD 




THE NATURE 
OF PUBLIC 
DOMAIN 

AND MORE 
ABOUT WORD 
PROCESSING 



also usually entitles them to receive fu- 
ture upgrades and, often, improved 
documentation. Shareware hasn't been 
particularly successful in Britain as the 
fee Is essentially an 'honesty payment" 
which has proved all too easy to ignore. 
For this reason, another form of PD has 
grown in popularity. Known as License- 
ware and pioneered by Budgie UK, the 
concept means that programs are sold 
exclusively by licensed distributors (such 
as PAGE 6} who arc required LO Toward 
royalties to the author of every License- 
ware disk they sell. In this way. program- 
mers are assured of a modest income 
[and worthwhile incentive) and users 




I" 



Just what is PD?Thr 
answer to this simple 
question isn't as obvious 
as you might think. Public Do- 
ma in in its true sense descrihes 
work which has no copyright 
attached, so that you're free to 
copy, distribute, use and gener- 
ally do anything else you like 
with it, Strangely enough, the 
majority of software in the 'Pub- 
lic Domain' does not fall into this 
category t Confused? You will bel 

If the author of a program re- 
tains the copyright of his or her 
own work, but allows it to be distributed 
freely amongst other users, it is technic- 
al ly known as Freeware. Users are en- 
couraged to make copies and give them 
to their friends and are not obliged to pay 
lhe author lor the privilege. aJ though 
donations are obviously well received. 

SHAREWARE 

A common form of software distribution 
(especially in the States) is Shareware 
which originated when -Freeware prog- 
rammers began to receive money from 
satisfied users and realised they could 
obtain more certain remuneration for 
their efforts by formally requesting a reg- 
istration fee. The author retains Jul I 
Copyright of a Shareware program but 
encourages Its distribution. The small 
registration charge not only ensures that 
users ean legally keep the software but 
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HEUS final cMpendiui^ THE greatest coN^nqn at 
viguply related) Atin ST afitn ted jrtkles euer- to 



W( — : — :::_.ie-dlui w Earth. It is gigantic. 
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1st WORD - one of the most popular freeware titles 

enjoy a quality- Improved but inexpensive 
source of software. It's good news for 
everyone! 



WORD PROCESSING 

Last issue I examined ST Writer, Atari's 
popular Freeware word processor, and 
got so carried away that there wasn't 
roorp to cover the other disks I had lined 
upibr discussion? The subject of word 
processing is therefore continued in this 
month's column. The slight digression 
above was prompted by reading a letter 
in a recent edition of the ST Club's news- 
letter (an interesting read - details from 
The ST Club, 49 Stoney Street, Notting- 
ham) on a related subject. Until very re- 
cently, Atari have been bundling GSTs 
1st Word with every new ST computer 
and the question was posed - Is it PD? 
Some libraries have been advertising it as 



such, but GST have reportedly attempted 
to withdraw it from free' distribution. 
Apparently, the official situation is that 
GST hold copyright but Atari have the 
distribution rights and the program is 
therefore not in the Public Domain, 
although its exact status isn't precisely 
defined I GST are obviously quite happy 
that the widespread ownership of 1st 
Word has prompted many owners to up- 
grade to the commercial 'Plus 1 version. 
Atari Ooq^oration, as ever lacking in 
communicative skill, have declined to 
comment, although the ST Club reports 
that Atari's contract with GST is due to 
expire in the forthcoming year. Whatever 
the future holds for GSTs little 
gem (sic), it's certainly true that 
1st Word Is the natural choice in 
word processing for many ST 
owners. 

Whilst 1st Word is a robust and 
generally reliable program, it is - 
like any piece of software - not 
without its drawbacks. Printing is, 
of course, an essential part of any 
word processor and 1st Word is 
supplied with ready-made drivers 
for Epson, Quine and Brother 
printers, but if you own a d ilk-rent 
make or model putting together 
the necessary control codes can 
be - at best - a bit of a pain. To 
make life much easier t you'd be 
wi se to obtain a copy of PRINTER 
DRIVERS from the PAGE 6 library. This 
is a disk containing no fewer than 24 
ready-made 1st Word drivers for various 
printers including Panasonic, Oki arid 
Star. In addition there are configuration 
files for ST Writer (read all about it in 
issue 45!) plus fonts and drivers for the 
graphics package Degas. If your printer 
is one of those listed, this disk could be 
an invaluable time saver. Check the lib- 
rary catalog or the new PAGE G CATA- 
LOG DISK for a full list of content. 

Few people can claim never to make 
spelling (or more commonly, typing) mis- 
takes and as all magazine contributors 
will testify, spotting those transposed let 
ters In a page full of text during the early 
hours of the -morning is virtually an im- 
possibility! In any application where pro- 
fessional presentation is important, a 
spelling checker is almost essential, Un- 
fortunately, 1st Word shares a common 
deficiency with ST Writer in that it 
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doesn't offer a spell checking facility, The 
solution In both cases however, can be 
found on WORD PROCESSING 2 

SPELL CHECKING 

Amongst a jumble of goodies on this disk 
there is a program called Spell whose 
function is Lo compare any text file with a 
list of correctly spelled words. When Spell 
finds a word It doesn't recognise, it asks 
you whether you would like to change 
the word, add It to the dictionary or sim 
ply ignore It. Initially the dictionary holds 
a relatively minute collection of words 
and the checker questions almost every 
phrase in the document, As you examine 
more files, the correct words are added to 
the dictionary and, in theory* you could 
eventually build up a disk containing 
your complete written vocabulary! Else- 
where on WORD PROCESSING 2 there is 
a useful program lor obtaining statistics 
of the words, characters and lines In 
your document plus a print spooler and a 
utility to set-up your printer correctly if 
you don! have the Control Panel instal- 
led. There's a whole lot more toof 

COMPATIBILITY 

If you use a computer at work or college 
and need to bring your documents home, 
or if you've just upgraded to a new word 
processor, the problem you lace is one of 
lile [incompatibility, ST tile formats in- 
clude Protract, WordPerfect. ST Writer, 
1st Word and others whilst on PC 
machines (here are dozens more, includ- 
ing different versions of the same pack- 
ages [such as Wordstar 4.0 and 6,01 F 
Some of the commercial w r ord processors 
are supplied with conversion utilities to 
import documents from Lheir main com- 
petitors but obviously, these can't in- 
clude them all. If you don't want to lose 
the format of your text through a straight 
transfer to ASCII P the best place to turn 
is the Public Domain. If you need to con- 
vert your documents to 1st Word, 
LASERS RAIN EPSON EMULATOR is the 
disk you need. It s where you 11 find 1st 
Convert, a program which can transform 
ASCII. ST Writer or Wordstar text Into 1st 
Word format. (Incidentally, the main sub- 
ject of this disk Is a super utility which 
enables the Atari SLM8CH laser printer to 
emulate a standard Epson printer. It in- 
cludes several Elite fonts and drivers for 
1st Word and Wordplus). The most flexi- 
ble conversion program 1 Ve come across 
is File Translator, on the UTILITIES 3 
disk. File Translator can convert to and 
from ASCII. Wordstar and 1st Word for- 
mats via a user- friendly interface. It can 
operate as a stand-alone program or a 
desk accessory and, coupled with 1st 
convert, this should enable you to switch 
easily between most of the popular for- 
mats. I f your word processor isn't sup- 




There are very Jew 
public domain selling 
checkers about - 
SPELL is one of the 
best but you have to 
create your own dic- 
tionary as you go 



poned by these programs 
then Ajax coukl be your last 
resort. No, not the propriet- 
ary cleaning substance but 
one of Lhe ACCESSORIES & 
UTILITIES which, in the au- 
thor s words, cleans and 
shines all nor] -print able 
characters and bleaches 'em 
to spaces'! Aj ax just leaves 
the text plus carriage re- 
turns and tine feeds so vou 

LIT 

should, at least, be able to 
make some sen se of a non- 
standard document. 




TRANSLATOR - perfect if you. use different word processors 



DISK MAGS 
AND THE STE 

It would be nice to dedicate a whole arti- 
cle lo S r lT£ demos but, as yet, these are 
few and far between. Maybe soon.... If 
you own a 1 040STE there is at least, one 
measure of compensation - 1 have disco- 
vered that ST NEWS: THE FINAL COM- 
PENDIUM (supplied on TWO double- 
sided disks) will work without a hitch T 
(NOTE: A lot of programs that will run on 
the 1 040STE may not run on the 520STE 
< wn though they require Less than 500k 
memory, Ed,} 

This very last issue of ST NEWS is as fun 
and readable as ever with reviews, tips, 
solutions, stories and some intriguing re- 
velations in a re-prinf of the very first 
edition. Meanwhile, the Lost Boys have 
produced a disk magazine of their own. 
It's called MAGGIE 1.0 and contains 
some VERY informative details of hidden 
demo screens as well as news, reviews. 



chat and stories* not to mention some 
excellent demos! Well worth a look. 

SEASONAL 
GAMES? 

Christmas is coming! Wei], not quite 
perhaps but next issue it will be Just 
around the corner so H Ln a seasonally 
recreational mood. I intend to examine 
some of the many games now offered in 
Lhe Public Domain. Budgie have recently 
releases some cracking games so we may 
well take a look at those or perhaps some 
of the earlier public domain games that 
have now become classics. Whatever we 
bike a look at you can be sure that it will 
be excellent value lor moneyt 

In the meantime* any correspondence 
sent to me at the address shown below 
would be most welcome. Future topics 
have yet to be decided and suggestions 
will be gratefully received! 



HOW TO GET THEM 



4*7 of the e^sfrs referred to in this arttcie are avaiiebfe from the PAGE 6 PD library. Each has a 
unique reference number which you should use when ordering or enquiring about the software. 
Ptease contact PAGE 6 if you don't hava a copy of their Accessory Shop iaafiets and check the 
system requirements for each disk. THE PAGE S CATALOG DISK containing a full tist of disk 
names and contents is available from the library, priced at £1. The disks mentioned In this 
article are? 



ST22 - PRINTER DRIVERS 
ST60 - WORD PROCESSING 2 
ST93 - ACCESSORIES A UTIUTSES 
ST112 - UTiUTlES 3 



LASERBRAfN EPSON EMULATOR 
THE LOST BOYS' MAGGiE t.O 
ST NEWS: THE FINAL COMPENDIUM 



Prices for standard disks are £2,95 each or £2.50 each for ten or more 
Write to PAGE 6< P.O.Box 54 f Stafford, ST1§ 1DR 
Telephone 213923 or FAX 07$$ $4$$5 Wfth credit card orders 
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any moons ago f promised to tell you more 
about MI Ml Master, a great little package from 
Page 6 designed to enable Atari 8 -bit compu- 
ters to record and playback music via a MIDI 
equipped synthesiser keyboard. 1 held off be- 
cause we couldn't actually manufacture the hcirdwarc. 
as we had great difficulty obtaining Molex plugs (a vital 
component) in small enough quantities to make the 
project financially viable. Unbelievably, it took over a 
YEAR of searching belbre we found a company (in 
California, no less!) willing to supply the required num- 
ber. However, now MIDIMaster is finally available 1 can 
tell you more about it, 

MIDIMaster was originally designed and marketed by 
2-Bit Systems of Luton, but thev eventually withdrew It 
to concentrate on 16-blt products. As far as I'm aware 
it s the only MID] interface available for the S-blt 
machines in the UK, and its loss would have been a 
serious blow to 8 -bit music enthusiasts Page 6, in its 
role as Champion of the 8-bit Users, then stepped In 
and negotiated a deal to save it from oblivion. Its a 
complete hardware and software package, comprising 
a MID] interface. MIDI cables, a disk containing 
various software items, and an Instruction manual. 
The original manual was rather skimpy so I've written 
a more helpful version based on my own practical 
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experience of MiDIMaster. This is now included as part of 
the package. 

Hie MIDIMaster hardware looks like a simple cable, bul 
there's more to it than meets the eye! In fact, that one 
cable contains the MIDI Interface circuitry and a pair of 
-Vim] cables. On one end there's a standard Atari 8 -bit 
serial eonnecior (1 he infamous Motex plug!] and Ihe other- 
end sports two 5-pin DIN plugs. The interface electronics 
are cleverly built into the plugs, and are powered directs 
from the computer s serial socket. Connecting up Is sim- 
ple - just bung the serial plug into a free serial port (e-g 
on your disk drive) and the DIN plugs into your synthesis- 
er keyboard s MIDI IN and OUT sockets and you're in 
business. 

The disk contains live main programs and several diffe- 
rent types oi music data files. The programs include a 
simple real-time MIDI sequencer; two music file player 
programs: and two voice patch editors. The provision of 
the "starter set" of music data files means you can be 
playing music via MIDI just moments after connecting up. 

REAL-TIME SEQUENCER 



The sequencer program records in real-time only, so you 
have to actually play a piece of music into It from a MIDI 
keyboard. It has no way of directly entering notes in step 
time, l,e. one note at a time, but there are other ways of 
achieving this as well see shortly. It has eight independent 
monophonic recording tracks, but polyphonic chords can be 
handled by switching two or more tracks to record simul- 
taneously. Also, quite complex polyphonic arrangements can 
be created by recording monophonic tracks one at a time and 
then playing them all back together. Each track can be set to 
a different MIDI channel and program number, providing a 
mufti timbral capability when used with a svnthesiser able to 
play several different sounds at the same time. 
Various other features let you transpose, repeat, delay, 
retime, and erase tracks, and to save and load sequence files 
Regrettably, there are no track editing or quantising facilities 
for error correction, so if you cock up a recording you have to 
re-record that track, As I said, this sequencer is very simple, 
but it can produce excellent results with practice. 

If you don't have the musical skill to record each track 
directly from the synthesiser keyboard In real-time, you can 
use Atarl s Music Composer cartridge or Advanced Music 
System (if you already own them!) to build music files in 
step-time. These programs were originally designed lor mak- 
ing music via the computer s internal sound chip, but MIDI - 
Master s MC and AM5 player programs enable you to play 
back the music data files they produce via MIDI instead! And 
tf you'd rather listen to someone else's music instead ot 
creating your own, you can always buy disks full of ready 
to -play Advanced Music System Tiles from the Page 6 Public 
Do ctiain Library. 

Tile two voice patch editors included allow you to create new 
sounds or iv.lil exiting ones on Yamaha DXiGO, DX21, and 
DX27, and Casio CZ series keyboards. This is especially 
useful for the widely used Casio CZ230S, as the only way to 
create new patches for it is via MIDI. The editors work by 
using MIDI System Exclusive messages to fetch the para- 
meters defining a chosen voice'lrom the synthesiser, These 
can then be changed to anything you wish and returned to 
the synthesiser and played. New voice parameters can be 
saved to disk and reloaded when required. 

By ST standards the software is fairly basic, but it really 
does work and is capable of producing some very musical 



sounds when used with a suitably equipped MIDI keyboard. I 
used MIDI Master extensively in recording the music on Paj*e 
6's World of Computer Musk: Making audio cassette I de- 
scribed in the last issue. II you want to hear what MlDIMas- 
Ler can do before buying lt p why donl you get the cassette 
lirsL and have a listen. I think you'll be pleasantly surprised 
by what you hear. 

NEW YAMAHA PSS KEYBOARDS 

In July this year I braved the crowds, heat, and deafening 
cacophony of the British Music Fair at Qlympia - specifically 
Lu track down Yamaha's brand new PSS keyboards. The 
rumours I'd heard were true, as amongst a nifiAs of new 
products Yamaha were showing a completely updated PSS 
range. The two MID] equipped models of interest to Atari 
users are now called the PSS -590 and PSS- 790 Unlike the 
last model update this is not Just a cosmetic change. These 
instruments are totally different from their PSS- 480/ 680 and 
580/780 predecessors. 

The most Important aspect of the new models as far as the 
Atari user is concerned is their MIDI implementation, but 
nobody - not even the staff on the Yamaha stand - could tell 
me anything about it! So, the details below are based purely 
on the limited information available and a couple of hours 1 
spent playing around with the instruments. 

Both instruments have those vital MIDI IN and OUT ports 
and additionally the 790 also has a THRU port. They have an 
incredible 28 note polyphonic capability and are multitimbral 
(degree unknown!). It looks as if all 16 MIDI channels are 
supported as before, giving you plenty of scope for exercising 
that multitimbrallty. 

It s a fair bet that the MIDI System Exclusive aspects will be 
totally different as the method of sound synthesis has 
changed completely. The new instruments use Yamaha's 
Advanced Wave Memory technology instead of old style Fre- 
quency Modulation. AWM uses digitally sampled sounds, 
which theoretically produces much more realistic results 
when playing piano, orchestral, choir, and other imitative 
sounds. Unfortunately* this means that existing versions of 
Atari based PSS voice patch editors such as PatchEd and 
PSSED no longer work. Also, Yamaha seem to have done 
away with the "synthesiser" section on the instrument s front 
panel, so there's no provision for customising the sounds in 
the way possible on previous models. However, the 790 does 
have vector synthesis", more of which shortly. 

Both Instruments have 100 preset AWM sounds, divided 
into ten major categories, including Keyboards [pianos, 
organs, etc), Guitars, Strings, Mallets (vibraphone, marimba, 
etc), Brass, Woodwind. Chorus (human choir sound), Basses, 
Synth (assorted electronic non-imitative sounds), and Per- 
cussion (drums and various sound effects). This last group 
can be played directly from the keyboard, or additionally on 
the 790. from eight assignable percussion pads - so you can 
build your own customised drumkits. 

Some of those AWM sounds are amazingly good, and per- 
cussion In particular seems better than on the earlier mod- 
els. However, several sounds seem disappointingly weak, and 
some have a higher level of background hiss than 1 would 
have liked. But having said that, overall sound quality is 
probably no worse than on other instruments at this price 
level, and is perfectly adequate for home and amateur use. 
Also, the instruments would undoubtedly sound much better 
played through a decent amplifier and speaker system, 
rather than the tatty headphones provided on the Yamaha 
stand. 



VECTOR SYNTHESIS 

Although tile AWM sounds don't appear to be editable, the 
790 has gained a trendy "vector synthesis' joystick controller 
like that on Yamaha's new £799 SY-22 synth, which partly 
redresses this loss. It allows you to assign any four of those 
AWM sounds to the four primary directions of the joystick 
(forward, back, left, right) then mix them together in any 
proportion by moving the joystick appropriately, You can 
move the joystick while you're playing the instrument to 
dynamically alter the sound produced - making It a powerful 
performance control as well as a means of producing custom- 
ised layered sounds. One small sna^ is that the instruments 
polyphonic capability is significantly reduced when playing in 
vector synthesis mode, as each key pressed triggers up to 
four different layers of sound. 

The built-in sequencer has been reduced to only two tracks 
on the 590. while the 790's has been increased to eight. 
Unlike the older models, each track seems to have a polypho- 
nic capability. The 790 lias a dedicated Vector synthesis 1 
track, presumably for recording the movements of that joys- 
tick. Another is dedicated to recording percussion pad 
sounds, and a third to auto accompaniment. Yes, these 
instruments retain the fantastic "style play" auto accompani- 
ment features of the previous models, but there are now only 
50 styles instead of 100 - but each has two variations. I 
couldn't establish whether these styles are still transmitted 
via MIDI - it s a pity if they're not. 

IVe always thought Yamaha's MIDI equipped PSS instru 
merits are the best possible low-cost starting point for anyone 
interested in computer based music making. Assuming the 
MIDI Implementation of these new models is up to scratch 
[and there's no reason to believe otherwise), then they'll 
continue to make excellent partners lor your Atari 5T or 8-bit 
machine (using MIDIMaster, of course!]. IT you're thinking of 
Joining the MIDI revolution, make sure you check them out. 

SNIPPETS 

... With the imminent arrivat of the new Yamaha PSS 
models, dealers are axing prices of the PSS-58Q and 780, in 
some cases to under £100, At these prices they're irresl st- 
able, so grab one while you can! 

More end qf range bargains [ hear the reason for 
Steinberg's decision to slash the prices of their Pro-24 and 
Twelve sequencers for the ST is because they're being discon- 
tinned soon. Replacements are the vastly more expensive 
Cubase and Cubeat products. If you want these top-Ilight 
programs at a bargain price you'd better move swiftly before 
they're gone forever. 

».< C-Lob are said to be producing a cut-down version of 
their superb Creator sequencer for the ST, to sell at less than 
£200. Presumably, this is to compete with Cubeat, Stein 
berpfs new cut-down version of Cubase. 

In the last issue there was a news Item which briefly 
referred to a new version ol Advanced Music System for the 
8-bit machines. This could be a perfect partner for MIDIMas 
ter H so I'll try to get more details for next time, 

• The World of Computer Music Making tape is 
still available from PAGE 6 price £3.95, See the 
adverts elsewhere in this issue or write to 
PAGE 6 r P.O. Box 54, Stafford, ST1& 1DR 
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The idea behind TlootT 
is very simple. Within 
each level the hero 
h Quilfy\ a green blob with 
arms, legs, and a pair of gog- 
gles, must explore ihc caverns 
and collect all of the trash 
which is not nailed down. 
Once he has collected it all, he 
can then use a teleporter to 
proceed to the next level, In 
addition to the 36 normal 
levels, Quiffy must also nego- 
tiate his way Lh rough a further 
6 levels, which have been buill 
by the devilish Vong (whoever 
they may be] giving a total of 
42 levels. 

There are two types of tele- 
porter within the game, which 
outwardly look exactly the 
same. These are the b end of 
level transporters' and the 'in 
level transporters'. The former 
move Quifiy on to the next 
level and the latter moves him 
around within the environ- 
ment of the level he is on. 



Basically the 
game is of Lhe 
platform and lad- 
ders variety and is 
there fort 1 :j rlc 
scendant of the 
ancient tried and tested for- 
mula of moving your character 
around collecting objects in 
order to reach a higher level. 
Flood is bv no means an oil 

u 

ginal concept although it does 
have some little extras. Firstly, 
as yon play the meaning of the 
game's title becomes increas- 
ingly apparent, as you realize 
that the levels are slowly filling 
up with water! Secondly, scat- 
tered throughoul the vmtuhjs 
levels are a number of items of 
'hardware', including flame- 
th rowers, grenades* boomer- 
angs, and dynamite! Due to 
the unfriendly disposition of 
the denizens of the caverns to- 
wards Quiffy. a good tactic- 
appears to be to grab the 
closest available piece of dan- 





FACTS 



Title: FLOOD 
Publisher; Electronic Ads/ 

Bullfrog 
Price: £24.95 
Reviewer: John Davison jnr 



gerous looking kit and use il 
to blast anything that moves! 

The presentation of Flood is 
of a very high quality. The 
graphics are of a superb stan- 
dard, being suitably dull and 
slimy looking for the inner 
depths of the caverns, The 
sprites are very smoothly ani- 
mated and excellently drawn, 
and as an added bonus Qi jiffy 
himself scores very highly on 
the 'cute" scale. The sound is 
also very good indeed. As far 
as l ran tell the spot effects 
are all sampled and of a very 
high qua lily and quite approp- 
riately used. 

Overall I was very impressed 
with Flood. It's amusing, fun 
and compelling in its game- 
play. Very enjoyable. 



SIGHT & SOUND 



The graphics and sound ore 
both very well don« and are 
suitably amusing for the style of 
game 1 



GAMEPLAY 



Surprisingly addictive consider- 
ing it 7 s yet another variety of a 
platforms and ladders gams 



VERDICT 



A fun r cute f amusing, and en- 
joyable gome which shouldn't 
tax the ardent games player 
too much 




FACTS 



Title: ROTOX 
Publisher; U.S. Gold 
Price: £19.99 
Reviewer: John Davison jnr 




ROTOX 



SIGHT & SOUND 



The graphics am duli and jerky 
and the sound is feeble 



GAMEPLAY 



77? 77 7 7777 77777 



VERDICT 



The hype for this game must 
have cost a tartune. They 
should have spent the money 
on making it playable* 



otox the man was a 
trooper injured in 
^fc^™ combat. Rotox the 
cyborg has been transformed 
by 22nd century science into a 
devastating cybernetic lighting 
machine, Rotox - the game is 
the proving ground. 
Specially constructed land- 
scapes in deepest space pro- 
vide a nightmare environment 
of deadly machines and lies 
tile lifeforms. Mistakes are 
fatal. Survive and you will 
build yourself in Lc> a lethal 
lighting machine. Fail and 
your soul will wander the 
galaxy forever. 

The amount of hype which has 
surrounded this game made 
me curious but as with many 
games the hype is by no 



means justified. 
In a word, Rotox 
could be summed 
up as BORJNG\ 
There is nothing 
revolutionary about the game 
at all. You merely control your 
J cyborg" as he walks around 
the hostile enviroruiiejLi 
shooting things. Hie view of 
the game is solely from above, 
as you move the great warrior 
around. The packaging proud- 
ly boasts of a Tevohil ion', 
where Rutoscape enables you 
to move around a background 
landscape of polygons. It then 
goes on to say that you can 
"watch in amazement as the 
background zooms, scrolls, 
and rotates through 360 de- 
grees around you, giving an 
incredibly lifelike feel to the 
game." There are a number of 
things I could say in reaction 
to that statement, however, 
most of them aren't printable! 



The basic idea of the game 
has you walking around the 
landscape clearing the sectors 
of hostile aliens and collecting 
items of weaponry for your 
artillery. In places the game 
has Its Inspiring moment s, 
but these are few and far be- 
tween- In theory this should 
be a very interesting game as 
the idea is not at all bad, 
however the actual execution 
of the theme outlined above is 
quite dreadful. There is cer- 
tainly nothing revolutionary^ 
as games like this can be 
found on most computers. 

The graphics are uninterest- 
ing. The animation is jerky 
and the sprites are drawn in a 
very simple manner, The 
sound effects are uninspiring. 
It took many hours of playing 
to make me finally accept 
that, sadly, this game is quite 
amazingly and outstandingly 
boring. 
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KICK OFF 2 



Kirk Off 2 with World 
Cup 90 as a bonus is 
the sequel to that im 
mensely successful soccer 
game of last year. Firstly it is 
necessary to point out that the 
world cup game is only really 
a background to this upgrade 
and can In fact be juried 
around to stay relevant for 
subsequent years. 
With that sorted out let's see 
Just what has changed since 
the last Kick Off. Well in the 
first pJace it is now possible to 
design the teams strips, and 
do away with the odd one col- 
our strips of last season. 
There is a far better league 
creation mode for up to 4 
players a game and there are 
options to astound your 
friends with the Golden goals 
competition, yes you carl save 
your scores to disk to study 
later. The system seemed to 
hold up the game and felt Im- 
mensely complex but wprked.- 



The game also 
contains options 
to be a player 
manager in your 
own team and 
even the chance 
to select your 16 man squad 
and select substitutes as 
needed, As a soccer simula- 
tion it seems to be reaching a 
peak but sadly it remains 
most tricky to beat the com- 
puter even when the most 
favourable levels of skill are 
chosen, although this does en- 
courage the necessary practice 
and ensures the game a long 
all en t Ion span. One boon to 
poor players such as myself is 
the option to slow a game 
down Lo about 50% ostensibly 
to watch the development of 
plays, but fortunately to make 
the game more playable. 

It is quite impressive to note 
that each team has it s own 
personality when plnwd by 
the computer, Brazilians use 





Jlare and speed while Ger- 
mans build up from behind 
solid defences. 
This Is a game which is a 
worthy successor to its pa- 
rent, although 1 still feel that 
the control mode can be a lit- 
tle hit and miss. KSnding a 
teammate to pass to can be 
tricky and it takes a lot of tic tie 
to discern Just where the goals 
are relative to any particular 
player. [ was pleased to see 
that the referees had been 
kept and there Is even a facil- 
ity to select your own favourite 
ref. 

I enjoyed this game although 
I found the constant trouncing 
by the computer very depress- 
ing. A very good soecer game* 
better than its predecessor. 



FACTS 



Title: 

Publisher: 

Price: 

Reviewer: 



KICK OFF 2 
An co 
£19.99 

Damon Howarth 



SIGHT & SOUND 



No really exciting sounds but 
smooth scroiting sprites .keep 
the player's attention fixed on 
the tieid which 1$ necessary 



GAMEPLAY 



Fast, smooth, versatile and ex- 
citing. Possibly too many joys- 
tick movements but that can 
be adapted to 



VERDICT 



Probably the best football simu- 
lation for the S7 of the moment, 
if you liked 7 then 2 is better 
well worth buying 



FACTS 



Title: GRIM BLOOD 
Publ ish er. Mcstertron ic 
Price: £4.99 
Reviewer: John Sweeney 



SIGHT & SOUND 



Lots of good stutt, shame the 
gam»piay didn't match it 




GAMEPLAY 



Stow and tedious - badly 
designed 



VERDICT 



Not recommended - even at its 
budget price! 



GRIMBLOOD 



The introduction. "Mur- 
der and mutilation 
stalk the corridors of 
Castle Grimblood. and terror 
rules the day„ r /' 
Sounds promislngf Load it up 
and it looks and sounds prom- 
ising! Play it and you will 
probably be disappointed! 
The first problem I had was 
that 1 couldn't get it to load on 
my 1040 STTE, So, I tried on 
my very old 520 ST with its 
1MB External Triangle disk 
drive. That wouldn't load 
either. I rewired I he old 520 to 
use its original SF354 ,5MB 
drive finally it worked! 
Nice graphics, nice music, 
nice voice synthesiser, looks 
as though ft should be good! 
One oi the 23 characters (lots 



of nice little por- 
traits! is going 
around the 60+ 
rooms fntce 
graphics or ihe 
Castle and all its windows) 
killing the rest of the guys 
with various of the 16 odd im- 
plements scattered around. 
You can use the mouse to 
move around the castle, check 
for objects in rooms, look for 
secret passages, and interro- 
gate people. "Grimblood is 
eon* rolled entirely from the 
mouse": "by pressing keys 
Fl-F10 r you ask questions of 
the person" huh? 
As you can probably guess, 
Grimblood is basically a form 
of Cluedo. However, the ques- 
tions seem rather pointless as 
the murderer is allowed to lie 
to questions like Where were 
you at the time of the mur- 
der?", and no-one ever admits 
to having touched the most re 



cent murder weapon; and you 
can rarely find the person you 
want to interrogate anyway 
since there are far too many 
locations - 62 rooms plus cor- 
ridors and secret passages. 

I got bored with the music 
fairly quickly and turned that 
off. I also got fed up with the 
speech synthesiser (especially 
as it is sometimes incompre- 
hensible - Nightjar sounds like 
My Bath!) and turned it off 
hoping that that would speed 
up the game; unfortunately it 
doesn't and you need it any- 
way as it is the only way to 
find out where a door leads! 
And the graphics get very 
tedious after a while as well - 
it Insists on spending 10 
'seconds showing a door slowly 
opening every time someone 
enters a room! 

1 won a couple of times, but 
only through luck, and after 
the third time the game bung? 
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ANARCHY 



Long, long ago and far, 
far away In the time of 
the early 8 bit there 
was an arcade game railed 
Defender. In this game there 
was a revolutionary new con- 
cept of I wo way horizon Lai 
scrolling and a windowing 
technique lo act as a radar 
system. The basic idea was to 
stop a variety of unpleasant 
spacecraft kidnapping your 
space bases. 

Now Psygnosis have followed 
in the wake of Classic Invad 
ers and produced Anarchy, 
the reason for the: title escapes 
me as it has as much anar- 
chical content as Young Ones 
Rick's poetry. The game is 
though well made graphically 
and Is very faithful to the old 
arcade game, It plays extreme- 
ly fast and furious and main- 
tains a strong soundtrack and 
spot effect when n inning. 

In gameplay there are options 
to pick up the occasional 



bonus globule 
that will allow for 
the various man- 
datory special 
shoot b em up 
effects. One in- 
teresting variant on the origin- 
al is that It is now possible to 
coat your space cubes with a 
force field to prevent damage 
and theft. There is also the 
opportunity to have a second 
cannon running alongside of 
your ship to give twice the fire 
power These ammunition 
pods can also give other 
various high powered destruc- 
tion variants. I suspect the 
auto fire joystick would make 
this game a great deal easier. 
Having said this Lhere is very 
little more to the game. Each 
screen or level Is verv like it's 
predecessor only faster and 
the hyper space mode that Is 
entered on losing all your cap- 
sules is even faster and less 
decorative than the initial 
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ANARCHY 
Psy gnosis 
£24.99 

Damon Howarth 



screens. [ fear that I have 
come to expect a high degree 
of originality from Psygnosis 
and this game is somewhat of 
a disappointment from thai 
point of view. 

My second bone ol contention 
Is with the packaging, it shows 
some very good screens but it 
shows the Amiga shots more 
akin to blood Money while the 
ST shot shows the reality of 
the wasteland of this game, 

I am ambivalent about this 
game. In some respects L 
would lee! cheated by this if 1 
bought expecting something in 
the usual Psygnosis style, but 
on the other hand if I wanted 
an updated version of Defen- 
der then this would certainly 
merit serious consideration. 



SIGHT A SOUND 



The graphics are wetf imple- 
mented but unimaginative 
white the sound is strong and 
effective 



GAME PL A Y 



A very good arcode- conver- 
sion, joystick control is excel- 
lent, the level choice is friendly, 
the game quite fast enough 



VERDICT 



I have a tukewarm re-action to 
this tut then Defender was 
never on* at my favourite 
arcade games anyway! 




FACTS 



Title: 

Publisher: 

Price: 

Reviewer: 



DYNASTY WARS 

Capcom/U.S. Gold 
£19,95 

Damon Howarth 





SIGHT & SOUND 



The graphics are large and col- 
ourful with good spot effects. 
The Joading is fun. fine arcade 
style 



GAMEPLAY 



If seems very repetitive with tit- 
fte to add to the excitement. 
Maybe 2 player mode helps a 
bit but not greatly 



VERDICT 



A playable game} that would 
not realty set any desires 
aflame 



Capcom are becoming 
synonymous with 
good arcade conver- 
sions and this piece of soft- 
ware maintains their image 
well. For those of you who re- 
member the Water Margin arid 
those strangely dubbed Chine- 
se I lero films this will be a trip 
down memory lane. 
The very simple scenario is 
that you and possihly a 
sec ond player must select one 
of the four heroes to go out 
and defeat the raging and 
tyrannical generals supporting 
the unlawful dynasty. It is 
your goal to restore law and 
order and also to rid China of 
those difficult Man Chu up- 
starts. To achieve this the 
character must ride his horse 



through a hori 
zontal scrolling 
wilderness killing 
and maiming as 
much of the 
peasantry and local militia as 
possible- Granted they can be 
sneaky with their rocktraps 
and fire-bows hi it nothing a 
I rue hero can't cope with! 
Should the going become a 
little tough then each hero has 
the ability to work magic, this 
can produce roekfalls or fire- 
balls or other such disasters 
to help you on your way . 
Hie controls are a little 
idiosyncratic and rely on the 
duration that the joystick is 
depressed to build up the 
strength of the blow. On the 
whole though the game man- 
ages to cope with them. Some- 
times selection of a few func- 
tions becomes pernickety but 
there Is a flow to the events 
that maintains interest. 



The major problem with this 
game is that once you have 
played for an hour or so It 
rapidly becomes extremely re 
petitive and lacking in real 
challenge. While there is some 
variety in the choice of the 
four heroes, both the game- 
play and the scrolling back- 
grounds become a little wear- 
ing. The whole game is very 
well programmed and is. an r\ 
cell en t feat of conversion but 
even so it falls foul of many 
conversions in that it lacks a 
long term "hook". Perhaps 
with arcade games in arcades 
the real challenge is to com- 
plete It before you run out of 
money, Sadly I would suspect 
that wen the most avid 
gamester would tire of this in 
side the arcade. There is little 
room for tactical thought with- 
in the game and it does not 
compare with Strider, for ex- 
ample, In its challenge. 
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ST GAMES ... ST GAMES ... ST GAMES... 



SPIDERTRONIC 



This game was created 
by the makers of Cap- 
tain Hlood and shows 
all the same Gallic ingenuity 
or that classic. Il is a simple 
game but like all Lhc simple 
games one that requires cun- 
ning and devious logic. 
Quite simply the player con- 
trols a small spider robot that 
must place various coloured 
slabs alone; an e\it causeway 
before lYisoner style bubbles 
envelope it. The only defence 
[tie spider has are its web 
which can destroy bubbles 
caught in it. It is an unfortun- 
ate fact for the Spiderbut that 
these coloured slabs are 
pJaced all over a very large 
multi storied grid full of black 
holes and other hindering 
seenery. 

The layout of the board is re- 
miniscent of Marble Madness 
although the later stages bring 
about mazes thai Lire quite 
confusing. The pace of [tie 



game starts off 
fairly comfortably 
but proceeds to " 

frantic at a rapid 
rate. The 3D 
effects of the maze 
are good and flue joystick re- 
sponse extremely positive. The 
possibility of running out of 
levels is somewhat remote but 
In that unlikely event there is 

■r 

the option to create or custo- 
mize levels in your design. 

This creation process is both 
easy and entertaining to do. 
Indeed once your frustration 
with the evil balls has risen 
too far it is most relaxing to 
take time out to create some 
more direct and less frustrat- 
ing settings for the Splderbot 
10 circumnavigate. 

It is onee more mo si plea sine; 
to see that budget games are 
offering such good value and 
of those games 1 have seen 
this time round Spidertronic 
was rnv favourite. It main tains 





a sense of fun and originality 
that I sometimes fear has been 
lost to the games world in Ihis 
mire of eon versions and shoot 
"em ups. The action main- 
tained my interest into several 
wee small hours and gave the 
cat great pleasure as It tried to 
bat the balls off the screen! 
The sereenshots on the pack- 
aging are all ST shols and re 
fleet the game quite accurate- 
ly. For those of you who enjoy 
good lide music (hen the load- 
ing screen is well worth listen- 
ing to since it brought back 
echoes of the Scandinavian 
group Focus to my ears. 
Jf you see this game lurking 
unbought in the budget corner 
of your local shop snap it up 
and you will not regret It. 



FACTS 



Title: 

Publisher: 

Price: 

Reviewer: 



SPIDERTRONIC 
Smash 16 
£4.99 

Damon Howarth 



SIGHT a SOUND 



Both cf these are excellent 
especially the loading screen 
sanies 



GAMEPLAY 



Welt graded to maintain in- 
terest and aa'dlctive level aft 
controls are extremely respon 

W8- 



VERDICT 



My favourite mm time's bunch, 
excellent vaiue and good fun r 
nighty recommended 



FACTS 



Title: 



Publisher: 
Price: 
'tev ewe - : 



ESCAPE FROM THE 
PLANET OF THE 
ROBOT MONSTERS 
Domark 

John Davison jnr 



SIGHT & SOUND 



The graphics are mediocre but 
by no means dreadful with 
animation being a iittte toe 
}efky tor my liking- Sound Is fair- 
ly feeble 



GAMEPLAY 



Great tun tor two players, but 
not so much tar one ptayer as it 
gets a bit tedious 



VERDICT 



A reasonable shoot "em up 
combining tadders and plat- 
forms 'thinking 9 w'rth Rabotron 
'blasting' 




scape from the Planet 
W| of the Robot Monsters 
^m^m is a two player simul- 
taneous rescue mission in 
which you. as either of the 
dashing heroes Jake or Duke, 
must rescue Professor Sarah 
Bellum and free the enslaved 
hostages before they are tur- 
ned into Koho Zom blest You 
must also find and break Into 
the food and bomb lockers to 
get special weapons and sup- 
plies to help you destroy the 
evil Reptilons. 
The object of the game is to 
progress through the three 
dimensional environment of 
the factories ofPhmei X res 
cuing hoslages and destroying 
the Rep tilons which guard 
them. Around the factories 



ESCAPE FROM THE PLANET 
OF THE ROBOT MONSTERS 



you will encounter 
multitudes of hos- 
tile robots which 
wilt do all in their 
power to hinder 
your progress. However, with 
a sufficiently high level of Hre 
button finger' stamina these 
can easily he disposed of. At 
thtf end of every three levels 
you will encounter one of the 
evil Reptilons who must be 
destroyed by continuous gun- 
fire and bombing, At first this 
will prove to be a major prob- 
lem for a beginner, but after 
some time the defensive 
methods of each of these foul 
creatures can be analysed and 
counteracted. At the end of 
every fourth level you will have 
to traverse the L Canal Zone". In j 
this particular stage Jake and 
Duke must hop Into their 
l Cyher Sleds' where they will 
have thirty seconds to move 
1h rough the winding tunnels 



to reach the next factory level. 

Graphically this game rnn be 
divided into two categories r 
Firstly the title screens and 
'between level" screens are of a 
very high quality. The cartoon 
style graphics are well drawn 
and very colourful, but the 
game screens themselves 
aren't that impressive. The 
animation Isn't particularly 
good and the definition of the 
graphics could he better, The 
scrolling quality is also fairly 
poor - while not being exactly 
jerky U isn't especially smooth 
either, Sonically, the game 
Isn't too bad, There's a catchy 
little tune playing In the back- 
ground - nothing marvellous, 
but it's far from the dreadful 
droning of many other games. 

In terms of play ability I 
would liken this game to a 
three dimensional two player 
version of Robotron. 

On the whole it s a good blast. 
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STRATEGY 





Computer games allow you Lo 
enter a fantasy world and 
your wildest dreams: you can be 
a wizard or a warrior, explore distant 
planets or relive Napoleon s battles, be an 
ace fighter pilot or a City Planner ... huh? 
- a City Planner? You mean you have 
never fantasized about being a City Plan- 
ner? Well, never mind, try Sim City and 
see what you have been missing! 
You not only get to be City Planner, but 
Mayor as well (i.e you set tax levels!). 
There are eight scenarios provided, rang- 
ing from Nuclear Meltdown in Boston to 
Earthquake in San Francisco, each with 
specific objectives to be achieved within a 
limited number of years. But the main 
goal of Sim City is to allow you to design 
the city of your dreams ■ as long as you 
plan it carefully and provide places for 
living, working, shopping and playing, 
while controlling problems such as traf- 
fic, pollution, overcrowding, crime, taxes K 
etc. then lots of simulated people ("Sims' 1 ) 
will conic and live in vour citvE 
The simulation is almost completely 
mouse driven, using lots of icons and 
windows (you can use the keyboard for 
some of the commands - but Q for 
querying an area, and 0-3 for controlling 
speed were the only keys I ever used). 
r l rie main playing area is a Large scrolling 
window showing part of your city plus 
icons to allow you to: bulldoze areas: 
build power lines, roads, railway lines, 
parks, police and fire departments, sta- 



Fi 1 «• Opt i ons 



Di£lf ttff Windows 




J 

i 



ft MtttNEtt Vour nauoria 
City o I ,i fhl i p-ti ^xper X i se hdV£ 
you the ICE V "10 flH El TV, Local 
icli*T>t^ will (*f *m I nunun^ht 3 *ti5 
your <j|on* an it n &n #* \ if t irii- boPft 
fhilcfre^ after mpu . Why fttit rum fur 




Title! 


SIM CITY 




Publisher: 


Integra mes 




Price: 


£29,99 




Reviewer: 


John Sweeney 





drums, power 
plants, sea ports 
and airports; and 
designate areas/ 
zones as Residen- 
tial, Commercial, or 
Industrial. 
If you make sure 
that these zones 
arc provided with 
power and access 
to transport, then 
the computer will 
generate thousands 
ol' SI ins who will 
build houses, 
offices and factor- 
ies. The Sims manifest themselves to you 
in a number of ways. First buildings will 
appear, then lots of little black dots will 
start zipping up and down (he roads 
showing the traffic density. Secondly 
they will start complaining - the latest 
poll figures are available in a window so 
thai you can sec: what sort of job they 
think you arc doing and what their major 
gripes arc - taxes, pollution, crime, house 
prices, etc. Thirdly they will start deman- 
ding things' messages appear at the top 
of the screen to let you know that they 
thtnk the roads are inad equal c, or thai 
they want a stadium or an airport. 
You can open windows io %iew maps of 
the city outline, the power grid, and the 
transport systems, showing traffic densi- 
ty, crime rate, land value, etc, and 

graphs of historical trends in popu- 
lation, commerce, industry', pollu- 
tion, etc. The manual has a chart at 
the back to help you understand 
how all these things affect each 
other, so once you have found a 
problem area (e.g, population drop 
ping rapidly or crime rising rapidly) 
you can work out the sort of actions 
which might affect H 
The 50 page manual also includes 
a Tutorial lo help yuu gel the most 
out of all this information! 
Sim City is very flexible so you will 
undoubtedly develop your own style 
of play. I usually freeze the action 
(press 0); check the polls for the main 
gripes: scan the overall maps for problem 
areas relating to that gripe; decide on a 
plan of action: bulldoze, zone and build 
as necessary: set the action going again 
[press 3); sit baek and watch for a few 
months (each month will take from 10 to 
50 seconds depending on the size of the 



tions iiiiittrs Hi 




* design 
the city 
of your 
dreams m 



city). Repeat as necessary! 

Everyone [ know who has played it has 
thoroughly enjoyed it, at least to start 
with. Unfortunately, it does not appear to 
have as much lasting appeal as I had 
1 toped. Once you have built a couple of 
cities and solved a few of the scenarios It 
gets to be a bit "samey". Perhaps a few 
more scenarios would have helped. 

Maybe the next one will keep me in- 
terested for longer - it is called Sim 
World? 



GAMEPLAY- Very well designed, 
allowing you to easily pin point prob- 
lem arras and implement modifica- 
tions to your city - fne mouse control, 
icon.s and windows work well together 
in most respects 

GRAPHICS Excellent! 

VERDICT - Undoubtedly an excellent 
simulation: even if you don't like that 
sort of thing you are likely to gut some 
Jim out of it - and lots of people seem 
to get thoroughly addic ted to it 
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Sixteen Bit Superdeals from the Sixteen Bit Specialists! 

CUSTOMERS PLEASE NOTE! When comparing prices remember ours include fast delivery by courier. 



S20STE Power Pack 
£349.00 

inc. VAT and Next Day Delivery 



Power Pack includes: 

* 5205TE 51 2 K Keyboard with Built-in 1 Megabyte disk drive and TV 
Modulator 

* Over £550 worth of games software, including OutRurl, Gauntlet 2, 
R-Type, Space Harrier, Super HangOn and 16 more Top Games 

* Organiser Business Software including WQRDPRQCESSOR, 
SPREADSHEET and DATABASE 

+ First BASIC and First Music Utility Software 

+ FREE JOYSTICK AND FREE MOUSE MAT WORTH £4,95 

* All leads, manuals PLUS MOUSE and free mains plug! 



520STFM DISCOVERY PACK 

£279.00 



NEW! fanlasllc value for money pack includes: 

* 520 STFM 51 2K memory keyboard with buih in 1 megabyte double sided disk 
drive and TV modulaior 

* Game Pack including OUTRUN. SPACE HARRIER, CARRIER COMMAND and 
BOW El JACK 

* UTILITY PROGRAMMES inc STOS GAME CREATOR, NEQCHROME painting 
package and FIRST BASIC programming language 

* ST tutorial programme and 'DISCOVER YOUR ST beginners guide to the ST 
computer 

* PLUS MOUSE. MOUSE MAT, MANUALS- ALL LEADS, METACOMCQ BASIC 
AND MAINS PLUG! 



1040STE BUSINESS PACK 

£449.00 

* Includes the new 1 megabyte 1040STE keyboard plus over £200 worth of 
business software including K-WORD WDrdprocessing software, K-CALC 
spread sheet and K-DATA Database software Also includes Metacornco BASIC. 
Mduso Pad, all Leads, Manuals and Mouse. 



MEGA 1 BUSINESS Pack 
£529.00 

Features: 

* Separate Keyboard and System Ur;>j 

* Inc. all software supplied with 1 Q4Q STE Business Pack 

* Blitler chip installed for faster graphics 

Inc SMI 24 Mono MSonitor ...£62* 00 



ACCESSORIES 

Quickshot Jl Turr>o Joystick £9.95 Branded Menwex 3.5* DSDD Disks 

Ccmpcrtior P'o 5CO0 Joystick .,.,,£13.95 Box of 10 £13.95 

Compention Pro with Autofire £1 4.95 Memorex Disk Box 

Konix Speedking Joystick £1 1 .95 For 40 3.5" Drsks £3.95 

Red Mouse Mai wilh Amiga logo ....£5.95 Amiga 1/2 Meg Expansion £99.95 

Plain blue Mouse Mat ... £4 95 Conirol Centre Alan or Amiga .£44.95 

NafcSha Mouse tor ST, Amiga or PC , £29.95 

Contriver Amiga and ST Mouse wilK FREE Holder and Mouse Pad £20-95 

PRINTERS 

31 ar L C 1 0 i n ci u di ng interface lead for ST.-' Am ga £169.00 

Slar LC10 colour j rtciudi r>g interface lead for STv Amiga £219.00 

Slar LC24-10 24 pin including lead for ST; Amiga £249.00 

Cilizen 1200 + NLG including interface lead lor ST.- Amiga £139.00 

Citizen Swill 24 pm letter quality including leaa for ST..' Amiga £309.00 

Colour Version of Switl 24 pin , „„.„ ... £349.00 



AMIGA A 5 OO 
GAMES PACK 
featuring BAT PACK or the new 
FLIGHT OF FANTASY PACK 

£399.00 

he. VAT and Next Day Delivery 
BAT Games Pack Includes: 

* Amiga A500 $12K Keyboard with Buih-in 1 

* Free TV modulator iworth t£<1.9& al|pwing 

* DELUXE PAINT II GRAPHICS PA 

* FREE HOLIDAY 14 day 

* FREE, only just-raleasad 

* NEW ZEALAND STORY 

* F1 G- INTERCEPTOR - amazin 

* A rurttier £23fl worth ol 
BARBARIAN, WIZBALL £ bT 

* FREE JOYSTICK. MOUSE 

* Amiga BASIC, Amiga EXTRA 

* All leads, manuals PLUS M 
FLIGHT OF FANTASY 

+ F23 RE T ALIA"OR - lanl.£&nc N 

* RAINBOW ISLANDS - smash 
+ ESCrtPI I ROM THE PLANET OF T 
+ Everything else listed l&r BAT Games r Pack 





Tll-flllrJ 



AMIGA 1 MEG 
BAT GAME PACK 

£499,00 

1 Meg Bat Games Pack includes: 

* Fitted 1 Megabyte Memory Expansion + Real time Clock "Card 

* Everything listed for the A500 Bal Game Pack 

* DRAGON'S LAIR 1 MEG MEGAGAME' 




AMIGA 2000 
IBM PC AND AMIGA COMPATIBLE 
TWO COMPUTERS FOR THE PRICE OF ONE! 
£1349 (Inc VAT and next day delivery) 
(£1173.04 exc. VAT) 

FEATURES; 

*■ Separate keyboard & System Unit 

* 1 Megabyte RAM - expandable 

* Built-in 3 5 Disk Drive loads Amiga Soflwara 
it Built-in 5.25 Disk Drive loads IBM Software 

* Built-in 20MB Hard Drive stores IBM & Amiga Software 

* 4096 Co ; ours & Digital Stereo Sou no 

* Runs IBM software with built-in XT Bridge-board 
+ IBM and Amiga Expansion Slots 



EXTERNAL DISK DRIVES 




Curnana i Megabyte Atari or Amiga 


.£39.95 


NEC 1 Megabyte Atari or Amiga 


* 1 1 1 III 1 . . . ^ l' 3 . 1^ U 1 


Atari SF314 1 Megabyte. , 


£139.00 


Amiga A1010 1 Megabyte 


,.. £99.95 


A'ari Megalile 30 Hard Disk „ , .. 


,...£439.00 


New* Commodore A59Q 20 rneg hard disk 


£3G9 00 


A590 Hard Disk + Memory Upgrade installed 


Ph^nc- 



MONITORS 

Commodore Amiga A 1004 slereo Monitor inc load 

Atari 5C1224 Colour Monitor ire lead „,.„„ 

Atari SMI 24 Mono Monitor including leac 

Philips CMSa.33 sloreo colour monrtDr inc. load io* ST or Amiga . 



.£259.00 
.£259.00 
.£119.00 
.£249.00 



24 HOUR CREDIT CARD HOTLINE * 0908 378O0S . 
To ordar althar calf tha ordarlln« «bov« with your Credit Card details OR maka a chaqu* or ftO. payable to; 
Digicom Computer Barren Ltd *nd lirtd It With your onto* to itw addrtSI balaw. Showroom open it iha iddwit bmlow MorvMt ICXOirti - fi.QCpm, 

DIGICOM 

Unit 36, Wharf aide f Penny Stratford, MILTON KEYNES, MK2 

Afipricas inctuds VAT and delivery by coufi&r 
Licensed Credit Brokers ' Written quotations avaitehte on request APR 34.5% Vatiibte, 
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BOARD GAMES 




Pietionary is the most unusual 
game I have seen in a long time, 
being a compnlerised version of a 
board game with the same name. It's 
produced by I )omark. who were also re 
sponsible for that other blockbusting 
board game eon version - Trivial Pursuit. 
In fact, both games have a number erf 
similarities, both in the way they're play- 
ed and In the general style of the compu- 
terised presentation. 
Your objective in playing is to progress 
round the playing board as quickly as 
jx>ssible and be the first to finish, You 
earn the right to move by correctly Lden- 
1i lying a word from a picture representing 
it drawn on the screen, and if successful 
you move the number of positions deter- 
mined by the roll of a die. 
Like Trivial Pursuil, the board positions 
are marked with different subject classifi- 
cations* and you have to dt':.i.w pirlures 
representing words from the category you 
land on- In rictionary these are Person/ 
Place/Animal (one classification). Object. 
Action, Difficult* and All Flay These are 
self explanatory except for the last two. 
'Difficult " covers challenging words in any 
category, i.e. ones you're likely to have 
trouble with! 'All Play' can be any type of 
word, but ANY player can attempt to 
identify it, not just the current player. 
The person answering correctly takes the 
next turn, so If s a way of introducing an 
element of unpredictability into the 
game. 













i gy 
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Title- 


PICTIONARY 




Publisher: 


Domark 




Price: 


£24.9? 




Reviewer: 


John S Davison 





One to four indi- 
vidual players P or 
two to four teams 
can play Pirl. hmaty. 
When you play as 
individuals, the 
computer handles 
the business of 
drawing the pic- 
tures. It secretly 
chooses a word 
{from its 2500 word 
list] for the category 
determined by your 
current position on 
the board, then 
slickly unrolls a 

blank drawing canvas over the playing 
board. 

The sc reen now takes on the appearance 
of a drawing program, complete with a 
scl of drawing Louis Lor producing lines, 
circles, fills, etc., plus a selection of line 
styles, colours, and fill patterns. The 
computer now proceeds to ill List rate the 
word with an appropriate drawing. It 
really is fascinating to watch the compu- 
ter at work, as it chooses the appropriate 
tools to sketch out the picture just as a 
human would. 

When p Living as teams, one member 
from each team is nominated as the Pie- 
turisf (what an awful term!) and has to 
draw the word chosen by the computer 
for the rest of his team to guess. Pour 
word cards* each containing a different 
set of 128 w T ords for each category, 
are supplied as part of the package. 
The words are arranged in a matrix, 
so the computer can tell the Pictur- 
tst which word to draw by referring 
to ils row and column number, In 
this way the word remains hidden 
from everyone else, 
The program has a practice mode' 
permitting you to use the drawing 
facilities without playing the game. 
This [urns \i into a mini arl prog 
ram, and you can even save your 
work to disk and reload it later, or 
transfer It to KeoChrome for further 
embellishment. 
At the start of a game you can set a time 
limit of I. 2. or 3 minutes, which acts as 
a control of difficulty level. The drawing 
and guessing of the word must be com- 
pleted in this period. If the guess is cor- 
red the computer rolls the die, moves the 
appropriate counter along 1 he board as 
required, and the process begins over 




again. If not, the next player or team take 
their turn. The winner is the first player 
or team to reach the last position on the 
board and correctly guess the tlnal w r ord. 
Points are awarded for a correct guess, 
based on the number of seconds remain- 
ing of your time limit. During play you 
can display the score table, which shows 
points scored by each player or team, 
number of words guessed, average time 
for guesses, and number of games 
theyve won since play started. 
Pietionary really is a delight to use, Ev- 
erything can be controlled with the 
mouse, joystick, or keyboard - alone or in 
any combination. There are no com- 
mands to remember as everything can be 
done by menu or button selection. The 
clear, colourful graphics help too, and 
there's even a little chap at the bottom of 
the screen who reminds you w T hat to do 
next via 'speech bubbles'. 
This is undoubtedly another winner 
from Domark. Whether you play solo or 
with friends it's tremendous fun - even if 
you can t draw very well. If you liked 
Trivial Pursuit you'll love Pietionary. 



GAMEPLAY rnsij to use, fascinating 
lu watch, fit id (jrcai fiu\ to f)la\} 

SIGHT AND SOUND dear: colourful 
background screen phis intriguing 
computer gene. rated drawing sequ- 
ences. Sound is [united to title music 
/jNj.s a few well cxet uteri sound effects 
- perfectly adequate/or a game of this 
type 

VERDICT ■ the best game I've seen tn 
ages 
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ADVENTURE 




At first glance this looks 
like a standard Tex1 
> Adventure with Pic- 
tures. BuL„ 
The manual says. "This is NOT 
a conventional adventure, 
where the gameplay relies 
heavily on object collection, 
manipulation and logical puzzle 
solving. The Hound of Shadow 
is a rule- playing game - a realis- 
tic simulation of an imaginary 
world." ' 

Eldritch games have developed 
the concept of a Timeline Char- 
acter". With many, many per- 
sonal attributes," which you can 
use not only in the Hound of Shadow, 
but also In their future games, Unfortun- 
ately the initial implementation in Hound 
OF Shadow ts much too limited. True, the 
character creation system is all there - 
you can spend half an hour inventing 
your character sex; age, background, 
profession (nine to choose from, ranging 
from Freelance Reporter to Psychic Inves- 
tigator), and allocating him or her skill 
points in over 40 different categories, 
from Hrawling to Electrical Engineering, 
and from Escapology to Written I Jin 
guages! 





Title: 


THE HOUND OF SHADOW 


Publisher: 


Electronic Arts 


Price; 


£24.99 


Reviewer: 


John Sweeney 



But It all seems to have very little effect 
on bow r the game plays. Occasionally you 
will get an extra paragraph of text dis- 
played, relevant to your background or 
skills, and occasionally it allows vou to 
appear lo progress slightly faster. For ex- 
ample, at one point you need to translate 
an ancient text written in Latin and Ger- 
man. One of my characters could, one 
couldn't. So H what should I do? I tried to 
develop my character by getting l^itin 
and German dictionaries and tSrarmrmrs 
and studying them - the game let me 
attempt this, but then told me 1 could nol 
succeed anyway, 1 decide to try and 
find another solution to the prob- 
lem. But the game doesn't let you 
as soon as you leave the reading 
room you ALWAYS meet your Friend 
who INSISTS on translating the 
book for you whether you Like it or 
nol? Which makes having the skill 
yourself all rather pointless? 
The game is also far too limited in 
what it can understand. 90% of 
your eonnaands will he 
answered with "I beg your 
I :u i c]im i?" or M I don't under 
stand that". Most of the 
game consists of VVAJTing 
while things happen around you. 
until you are told to do some- 
thing. 1hen trying to guess what 
is the only command they have 
programmed In to allow you to 
Icll it whal yon wan* to do! 
Th rre are quite a few bugs and 
inconsistencies. Some of the nas- 



tiest include: you must refer to 
GASCOIGNE as JOURNAL (de- 
spite the fact that all other 
books are referred to by the au- 
thor's name!), and if you want 
Mil : 1 1 I. l v< ili musl WR] I E bp 

her (despite the fact that there 
Isn't time, and that when you 
do the response says that you 
don't actually write anyway!). 
Each of these wasted a couple 
hours for me, as I knew ex- 
actly what I w r anted to do. but 
couldn't get the game to accept 
my commands? And at the end 
of the game, just typing WAIT 
UNTIL 12 instead of WAIT can 
mean that you I illogical Jy) die and have to 
reload the game from scratch - another 
five minutes of vour life down the drain! 
On the positive side. The Hound of Sha- 
dow does have an interesting Lovecraft- 
slyle horror plot, there is lots and lots of 
Lcxl. and fhe ful I -screen pictures arc ex- 
cellent. 

J mnhrMand dial Un-y ivakse ihal their 
parser is too limited and that future 
games in the scries will use a completely 
new one. It is an ambitious project and 
could develop into an excellent series 
time will tell! 

• GAMEPLAY Mostly a fairly straight ■ 
forUxwd text adventure 

• GRAPHICS Excellent jidbscreen pic- 
tures of London in the 1920s 

• VERDICT Good story, not so good 
implementation - let's hope the next 
one is lie tier 
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W 1/a that time of year again, yep you 
I know when all those computer 
shows seem to appear all in one go. 
The Commodore. Atari and 16 bit shows 
have just finished and I'm now preparing 
to pop along to the European Computer 
Entertainment Show (although by the 
time you read this it will all be over, 
ahhhh.]. Actually I didn't attend the 
Atari show (as you will know if you read 
last issues column) but I did pop along to 
the 16 bit Fair, and what fun it was. New- 
Atari User were there (although to tell 
you the truth I didnt find out until I got 
home and sifted through the myriad of 
carrier bags filled with catalogues and 
leaflets etc.]. Maybe I'm getting old but it 
was really LOLD in those halls, with 
almost every conceivable piece of musical 
hardware (STE's, Amiga's, Sega Megad- 
rives.. PC Engines! blasting out melodic 
(and not- so -melodic) orchestrations. 

VIDI ST 

Rombo, those wonderful manufacturers 
of Vidi ST had a little surprise on their 
stand, no not STOS Vidi but they were 
selling the STOS extension for Vidi, 1 
have It on good authority that the editor 
for the STOS Vidi extension will be com- 
pleted soon, by a small group of prog- 
rammers called the Hi-Tech-Hairies, 
watch this space for more information . 
Anyway borrowing an Hitachi CCTV 
video camera I tested the extension and 
just between you and me - It's brilliant, 
everything you can do with the original 
Vidi editor can be done with STOS, I 
can t wait for the STOS Vidi editor. 

STOS DEMOS 

Also while at the show I met u|j wiih 
Alastair Craig of Riverdenc PDL who have 
just produced an excellent STOS demo 
with fabulous graphics and wonderful 
sampled sound, the demo itself is public 
domain (and is available from the Page 6 



PD library) but the source code is share- 
ware and is only available from Riverdcne 
(phone number at the end of this col- 
umn), 1 have exhaustively dissected this 
source code and have discovered some 
very interesting new things, one of which 
is a poke which turns off the mouse com- 
pletely. Actually a lot of the techniques 
which the demo uses are cheats, they 
look absolutely mind-blowing but they 
are achieved so simply you'll kick your- 
self 'cos you never ihou^lu ■ :■ I them. 
While I am nagging on about demos 
there Is another STOS demo from 
Richard Gale (creator of the brilliant 
STOS Typing Tutor]. Using one of the 
robots from Sprite 600 you can walk 
around and enter demo rooms lin typical 
ST demo style) which then load up a new 
demo. This one contains a lot more than 
the Riverdene demo but it isn't quite as 
innovative. The source code is available 
directly from Richard Gale I'for a small 
donation towards the Encourage- 
Richar d-To- Write- Aiiother-Fabo- Demo 
fund] so check it out (yes it's available 
from the Page 6 PD library). 

THE COMPETITION 

The STOS competition is now over (fin- 
ally) but I cannot give you a list of prize 
winners at the moment 'cos I'm writing 
this at the beginning ol August, a full list 
new time. 

Before we take a look at the programs 1 
must issue a word of warning, anybody 
sending me stufTmust now make sure It 
is STE compatible (the 1,6 STOS update 
is PD and available from, guess where?], 
I must admit that I finally succumbed to 
temptation and upgraded to a 10405TK (3 
couldn't cope on my old 520STFM with 
single sided internal drive), so If you do 
not have the STOS update please send 
me the source code to any program so 
that I can run it from my copy of STOS (if 
you do not want anybody else to see your 
source code just say so and it will remain 
locked away). 

RAINBOWS 

Okay, onto the programs (there are 
quite a few this Issue], the first two come 
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1 ft r-CHn w n • ■ »p p P Mlfi l M «-*« p i h- t * + ** h h + +#■ 

20 rem + 



w , ** m * RfllNDDH FVogran, listing #J 



M r.m * Cr««t« a RfliNBnw P PRG fit* t d machine corf* module ^ I um ng 

£B r Vm 4i pn to « STOS Basic wri er y bank tp prrfara ettlour cy*M 41-19 u* * 

70 ram a » i.pKi+icd tolaur ri*qlat*r undw contra, of HfiL antf VEL « 

SB rffm * k n t wr up t s > for inclusion in program i2, 

90 r»t * 

IBB r«i * Hy flr-thuny Ho?kir, 27th JuSy I9>n 

1 3 a r tim ■ 

12%3 ram # Fbr UE*J ATARI USER / PAKR 6 HagazinB 

1 >fl rem * 

J 50 J" cm 

J AH kev a* 4 : hpijtf D n i Mindaptn 1 ,0 T S t Bfc/(JJt v* , I2 + 2 s curi off 
i70 CLfown t centre "Crtfttinq RAtNBflU.PRC file noj F ,, n 

print • CdOMfl ; 
190 ram 

700 r**«rva « wrfc Aff t ep> J BANKAD0ftE55-«Lart1iBl : GHECK5LH**fl 
2lO ceatn-B 29B ? for LQDP*1 to 332 * rud WD -. CHECK SUMnCHFnkSIJHi^D 
22» dok» HAt*:ADDRE9fi t taD ( BflWflODRE!iS=BflM«DI»Ee&*r t next LOOP 
230- rem 

2*0 M CH»IC«SUW^3; i S3?ri tMwn bx-jm/o "rij nhw.prg" .-a^art f IHJ ta xt arM lfl>+?»4 i 
prSr.t i cdow * centre "Fil* *.^d ta disk, " «)» print s tdown i «ntn "Error 

in data 

2S0 r*n, 

260 print ± fidtiMTl i centre "KliCk rama key to exjt. * 
l^fl p»hiilr j*ause hey-fdlK i nend ; default e end 
290 ren 

d* ta *±fi 3 A T *n , *290 1 *0 t ** T *w F *B , *B p *E , # 7DBffl , *0 
JHB d*itd «p«,*a ? *«BB 1 *A7Ba t r2a i *?F*ll > «-41B0 > *!2E 1 *72lF,tC4B 
31B data #7, *o7BH\*iC T «:4] ,#F, »*Efl0 H * 14, *C4| p W.*6BIIB T *C: 
^7B data 46 1 H T «fc, ME75 . *fe ! 0ft , f BR , *4E75 , *30M t C 2^4 , *4ft4H , titfla t * I A 
33* data *4B7A T *I4 1 W3C T *Zo,*4E« t ff^CHF p **tFft,*23C + *3aiJC,*FFFF,*4E7a 
^4B data MiFfi p *2 IB,*EM9, «37C T *FF, tB2« T *Wc:| p *2l49.*20 f *Jt*Sl . *\E 
S^Vt dat* *U79 1 *FP l iFflW T *4,til7*,*fF,*FftH7 l *t l *il79,*FF l *FAI3 
3ift data *5, *2179,« f *l2H, j§A,i2BB9 + rf 1 ,*7a,1317C P *FflaS,SI A 
37HT data *3l7C i *Lg,*317C, iir T *J6 T *3i7C*#0 + *14 T *.317C,*-*l 
3BB data *12 l *3i7C i *ffi,*jB,*317C H *a T *e T *23'? 1 *FE l *FF t iFA4>7 
3 1 ™ data *43FA,4'5B,*23C9< f& n j | 2B.*39 p * 1 r rPt-\ *FAB7 T t39 4 *i 
4kS« ddta *^^ p iFfil3 s *43FA s *EB,*2]U:y 1 t0 1 *70 i *^E7S 1 i5B3A 1 *lfflS 1 «A4ffl 
^L0 data ^™ i *l(i 1 «e7fl i *]fl,t3F3C,*2i*«t4K,i^or i ti|>^ ni (ito 
4"JH data *B fc *4E7!S,*13FA,*ltS 7 f:FF p *FAB? p t J3Ffl l *li2 T *FF,*FhW7 t * , t3FA 
430 data *J5C,*FF 1 *FAl3 1 »23Ffl,*lEb p *B p *I3B,*23Ffl T *i.44 p »fl 1 *7fl 
4*0 dat a *227ft p 1 1 , * 32Bfl 1 1 E ib , f4E£75 , f 3F3C , i 4 n f 4F4E , *54BF , t4E 7S , »4RF-? 
450 data taoce, .*4iFfl p * J 74, t22ifi t *2fll , f 37Pfl , * 13* p * E Via 1 fl T *E T 1C6Q 
^AB data *fi t «» P *&oBB l *3*S t *3l7r, p *B,*E s *&ia^ fl , 1 10, *C£S 
47B LSata tB^iB^ftMin, *tE,*3l7C + *H > *1;B,*eV6H t 4-l t *j2 T fE£3 
4E3B data *fi n f P 2,i4fcBa, *H^17£ p *B p *l2 t t31 Tc^eBa^*! A f (3B3A 
■1VU Lint ^ *E2 i *£V4B 1 i^joB,*lAj*3^A,*DD. l tE9fl0 a *bliH 1 *1 A,*3B3fl t ti:A 
S» data *dleB^Ifl,*4L-rJF 1 *3BI P *BB9, tlfl, tFF ,*F,fiHF,*4E73 1 f I3FC P ±B 
=.ia ddta *FF t *FAJB l *13FC,*l,*FF p tFA21 p *E39 + *l: T *FF,lFA21 P *ttfl0 
520 data *FFEE , * 1 3f-'t , Ifl, iFF^FflJB, f 4eE7,*SB8«l > *41Frt p *7e P t&oG^tl 
^30 data *3* 1 *CeB,*0,*l* p SW,BB l *34 + *317t p *n i *]* i *66Q,*L 




^Cti9 f i a 

57B data «B3ft T *32 t *a31« 1 *tfl;*3lTft>2fl>E,*317fl t «i T *iB ir *3i7fl 
nas data *^ 1 *12 1 *4CJ>F,*l»L 1 *4FF^ p *B i ¥B fc ta.jj.B,iB,.*0 
S9ft dat A «B,4fl 1 fB T f0 T xe 4 m v ta T *« T SB.4a p *B 
60B d ata *H n *0 n 10 , *0 + *lfl T ta tB,tfli p *B 



Program 1 - a machine code rainbow scrolling module 



from Anthony Hoskiri who has sent mc a 
solution to the appeal J marie for a STOS 
rainbow routine many issues ago. 
['hanks Anthony, the PD discs I promised 
are on their way. 

THE RAINBOW MODULE 

PROGRAM I i ruait.es a small module 
which can be loaded into a STOS mem- 
ory bank, here's how ii works 

LINES 10-140 tell you about the 
program 

LINE 160 cleans the screen and opens a 
resolution independent window (hut re- 
member this routine only works in 
medium or low res) 
LINE 200 reserves a small amount of 
memory for the routine (800 bytes, less 
than lk!!) and finds the start address 
LINES 210-220 read in the data and 
poke it into the memory bank. The result 
from each read 1 is added to the variable 
CHECKSUM, this allows a rudimentary 
error checking 

LINES 290-600 contain the data for the 
memory bank 

Ok, so there is quite a bit ol data and 
you really want this routine (don t you?) 
but you donl really want to type it in. To 
solve this problem buy the latesL STOS 
column disc, filled to the brim with the 
programs from the past few issues, avail- 
able now from the Page 6 PD library. 

USEFUL RAINBOWS 

The next program demonstrates Just 
how useful a Rainbow routine can be. it 
can make (almost) any program look 
elassy with just a simple CALL command 
(I may even do a new version of Treasure 
Search to take advantage of ItMJ. Type in 
PROGRAM 2. this is how It works 

LINES 10- 120 just tell you what a gener- 
ally brilliant person Anthony Hoskin is 
for writing such a useful routine 
LINE 1^0 sets up the screen 
LINE 170 reserves the memory hank and 
loads in the module saved when vou ran 
PROGRAM 1 (you did run it?) 
LINES 210-240 draw a 16 colour (0-15] 



bar chart and display a little message 
LINES 230-290 are the interesting lines. 
To start/stop the routine you need to 
pass a value into DkEG(0)< a value of 1 
will will switch the colour cycling on and 
a value of 0 will slop it. You will also 
need to pass the value of the colour reg- 
ister you wish to cycle into DREG( 1 ) [this 
can 0- 1 5 in low res or 0-3 In medium 
res). Of course before you see any 
changes you will have to CALL the 
routine using - CALL banknumber 
LINES 310-370 actually cause the 
routine to cycle each bar in the chart 
individually, this continues until you 
click on the mouse 



AN INTERLUDE 

A short interlude before the next prog- 
ram, I did fully intend to do a little 
SPEAKTEX tutorial (the PD speech 
generator for STOS) this issue but unfor- 
tunately after looking at die module it 
seems a little too big to publish as a 
listing (about 30k Hill) so 1 have put It on 
the second STOS column disk (available 
from the usual place), if enough people 
buy it I will publish a small piece on it. 
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BACK TO THE 
PROGRAMS 

The last program for this issue is a real 
corker (It should be, I wrote itrt!!) h basic- 
ally It allows you to paste sprites on the 
screen. U is something that the program- 
mers of Fun School 3 needed so that they 
could create sheets ol" animation to port 
over to other machines, so [ obliged and 
wrote this. To use it you just load a sprite 
bank (the 'L* key] and cycle through the 
sprite bank (ihe V and *~ keys) plotting 
the sprites onto any part of the screen 
you wish (by pressing the left mouse key 
and then the right), you can then save 
the screen (press 'S 1 ). The program also 
includes some very interesting "hacks' 
into the sprite bank, here's how it works 

LINE 150 sets up initial sprite number 
and reserveis a screen (used for the undo 
feature) 

LINE 160 does a few Jumps to set up the 
screen, load a sprite bank and calculate 
the information needed about the sprite 
bank 

LINE 170 changes the mouse to the 
image of the first sprite 

LINES 180-280 do the important bits of 
checking the keyboard and mousekeys 

LINE 370 finds the start of the sprite 
bank (past the header information) 

LINES 380-390 find Lhe xsize and ysize 
of a sprite (determined by the variable 
spnum) 

LINES 400-410 find iliu x and y hotspot 
of a sprite (determined by the variable 
spnum) 

LINE 420 sets up the mouse limits 

LINE 470 grabs the screen before erasing 
it with the file selector 

LINE 4S0 changes the mouse back to the 
appropriate sprite if a sprite bank is not 
loaded and then restores the screen 

LINE 490 loads the new sprite bank, gets 
the sprite palette, finds the number of 
sprites, changes the mouse to the first 
sprite arid then c alculates the sprite In- 
formation 

LINE SOO pokes the sprite palette into 
screen 6 

LINE 510 restores the old screen (erase 
it If vou want) 

m 



LINES 550-560 hack into the sprite 
bank to fmd out the palette 

LINE GOO #rabs a copy ol the screen and 
changes the mouse back to normal. It 
I hen pops up a tile selector and after 
typing something restores the screen 
back to norma] 

LINE 610 j Lin Lps back to the main prog- 
ram if no name was typed in 

LINE 620 saves the screen to disk 

LINE 670 sjets the x/y Coordinates of the 
mouse 

LINE 6S0 grabs the screen before we plot 
the sprite (used for undo mode), the 
sprite is then positioned and pasted onto 
the screen usin£ PUT SPRITE. A box is 
then drawn around the sprite 

LINE 730 copies the screen into bank 6, 
The colour is then poked inLo the area in 
bank ti that stores the colour palette 

LINE 770 [his bit does the poking 

LINE 810 copies screen 6 back to the 
physical screen 

Thafs It, I hope you find the program as 
useful as I know many people have found 
it over the past few weeks. 



OOPS, MR EDITOR! 

Hey, before ] pop hack into looney land 
did anybody notice the slight mistake in 
the last issue? Quite a few people who 
have written Lo mc commented on my 
rather unusual spelling of "diskuss", this 
is due to the fact that I usually spell disk 
(as in 3.5" floppies) with a *C\ but NAU, 
prefers to use the more unique way of 
spelling disk with a 'K' (still with me?), 
anyway to cut a long story short a slight 
mistake obviouslv occurred with the 
Search /Replace functions of the good old 
word processor. Apologies to those who 
thought I may have been re -writing the 
English dictionary, 

SIGNING OFF 

thanks to Sandra Sharkey (all-round- 
amazing person) for the collection of PD 
disks, they are always brilliant]! That's it 
for this time, if you want any of the new 
STOS PD disks (they include games, 
demos and loads of sample disks) contact 



r« *****>»***»»*»*»* ***#***»# »* *********** »* »* ■•*»* »******•*»*»***+**** ** »* 

2ft r*ip. ft * 

3fl r*» ■ ttrtlNBOk Program tinting »2 * 

Aft r«m * * 

50 rem * Ealour cycl inq dune uAlfiO 4 machine cod* itodule m n^iwir >■ b*nh *JU ft 

iO rap v undvr r.mtr nL q+ HfH_ *nd VEIL j nter r«j|»** - * 



7B r*ft * ■ 

RB r *fti * Br Anthony Ho»kin * 

°0 r*m • * 

LBft rmm ■ For HEW ATARI :IE£R f Pftfifc fc n*a*zinr 27 th .1m* V 1W(3 * 

lift r*Ni * * 

1 2« rpn HH iH ft** *************** »••* * ft* ft* ■■* ******* *« »* »* *** ft* 
E 5H rn 

140 r#* <C Initial mm icrcn r-#* and load M»ary ba^k 1ft > 

ISO r«m 



liB br»ftfc of* i kmy of 4 f *tfd* H i hid* on i cun o44 

170 1ft i r-iicrvi *■ data 10,1900 ; 4 S+d 'V iinbem. prq" H 11? 

IflO rmm 

1^0 rmm < ■.! ..' < ; , , ; ;i ' E5#t ^p colour ti*r di*pl*y 

r nrn 

2J0 K«8 i Y-40 

22B *nr COL-II to IS i ink DDL t fr#r 1,V ta I+i^+ll? c 3-3*20 s ft*** COL 
23flJ cvf^irm "gT^re B*«4e eoJmir raiobow dmo, H 



3DC*t* 0,22 t cmtrw H CllBk »*u*» k»y to g/iit " 

2681 rmi < -r-r- Cycle through mil 16 colo*aT« — 

274 rtMi 

IBS rum dr*gC0h = ripple on^ripple off #] 4g * o+ + 

270 v** dr- fti^Ti » ■ colour register number i 0 tn IS incluftiv* S 
308 rmm 



32ft «ni i* -"OtJ** km\f mJ f*iBo 

33fl locatr 0,2 s crtitr* " CyelrftiJ colour f+itrf CCC(LJ * n rt 
i4B dr«9L0»-l e dr»q (1 5 «CDL i tall 111 

33fl i* tl«tpr>7W than dr»q CHJ =M i call 1ft i inc. COL : tlBt4>"4 
3i0 if CDOIS th*h GDL-4 
If* Mend 
3S0 r f a 

390 rmm < — ' Tidy up h#for# t*r mlri*tlng program ■ 

^LO rlrt-ijlB.-ft j c*ll m 

1 LiB troik on r dft/ault : e-nd 



Aboue - Program 2 - a demo using the rainbow routine 

Right - a routine Jor pasting sprites 
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GIttPLE SPHL1E FL.DTTFR 



L HE r ik 11 --"r--v>^*. 
LJD re . 
12B rsi 
t3SS re*i 

14ft rjotLLb 33B i ijonurb 47fl £ go*ub 37fl 
J cHunge flioucc 4 
10S5 rep aat 

19H TEMP*- upper* L. nkcyfl 

-TLB if TFNP*-- + " and £tf*JL*k NtlHPFR OF SPRITES than . r. c 3PNUM : qaub 37fl s f h*nae 
mum* 3^SPWUH 

220 it TE^f*"-" and Sf-NuW: ! th»fi dwe Sf'NUM j gc^ub Z7B t change mou-ao- 5-SPWLJH 

- TEf**"- n l_" than flosub 47fl 

240 if TEMP* it 11 g " th-er* gonub ilW 

230 if TEW""! then flQ*wt] 66ft 

240 if TEttPfcE^cr th*n clw 

770 |f TEtlP*^ H U u th«n gesub BlQ 

2B0 until TEjHF*.- " GP 

3iB GET UP SCREEN 

320 r-nm "" ■- *^«*«*%*'u-^M.-k,H.i.s.-«-i.^.- 1 .^. ^■.i.^^wmv^^m^ * *■ ^ -v V n . ^ i. %< % 

off j modu 0 i curt off i clw 3 1 1 ach off ; r tttum 

34fl r«m "" ^ ^ ^ > "it ■> ^- ■> -V -Hj -" l ^-"nL-i.-i.-.n.-vr^r v ^,r v rfcj. rij i^a. -VK-^^^-|--»-\j-u«--_i -_■_.-_,-_-_. r_ 

35ft r«m F ENO K/V DT SPRITE 

3f|fl r PIT] **iV^'W.Juii%i.n.->.- 1 .ii.>n.iv i 1 ^^V4*hAV^^li-L-iii na-i_T.-v-i.JV -- r_ -. n_ -, -- ... r, . v r. », .-. ... -V . _ -s.. ■ . '.j-.-jt.t.t. 

370 _ir=ct_*r fc < I *+22 

JEM Jt- i ppuk < ST + C L-SFHUM- I > +0 , f 4} } # 1 & 

39fl v-rpMfc LST+ i (5PNUf1 • 3 "J mBj +b) 

4fJH HPT* «p rek 4 S T + < < SFHUH- t J *0 , *6 1 

410 *rQTt-p-a*al: E5T+4 (SPNiJrl-J J *S!i ^71 

4iH TX»k pr-Dua* i TV=y man** ; limit ipouae 1, . to iLB-X.L9R-N r ; * -nou«*TJ( i y 

nrauM™TY 

430 ratMrfi 

440 |~ ■^•-W-'m-Vw-i. li-i.-. ---_.-- -.-l.-. ■-. V>-l-->- - i^-.-u-. -J-fc -. -t -.-_.-_.-.-_. r. -_ n. -. 1. 1> ry n, r<r -I., .-. . -, .-. . r r «., r,. .-.j j,.. -j j^, -_■ ._ -u -_ -. -_ 

450 tm LOAD SPRITE BAWt; 

470 qosLib 1 thanqc ^uc*> l ■ H mi t m«JK i Nft*tE*-=f i | e wl »£t * ( "».«BK M , *PICK 

fl EPR.TFJ BAr#- " > 

4SB if hWMEt-a"" t h-ftn change mou^a i*!aP*HJM: s i^D^ufa BIB i rtturn 

4^8 <hT4«4f 1 r load NflMEf . gowub 558 i NLJ^BtR_Clf-_'5PFITTF5-dwi( iat art ill +J4Ji j 

change ihuh 4 ; E3PWUM-1 t qatub 

SBC gafiUib 770 

51ft gcrtnii UI0 i rriurn 

5M ram £fET SPR]TF PW.ETTE 

550 SP=hunst 4*t*rt f 1 ) to a-tart. LI S +length I E 3 . "Pfll T' J s i * kP-0 thim rsturn 
36-a Kp-xp-n | far t-cfi to LT. = kvIvw I , dec-k i l*'2*7Lf> i nswt T a i-wturn irarc 
h4FAILEDft. 0 

270 F Urfl ^ ^ ""^ ' W " L ' ■*-■ ^ "- ---"----■--■■<---• "r >->■>■. > ■> '.'V "-r^. V ■. -"j -S.' -.-■li -S.--J -i. -u -. -u -_-i.-_-.-i--- -i_r_ - r n.r.> 

3B0 rem SflWE ICQ PICTURE 

E>^0 rCHB r " r ^ *" r _" ■"_«■»■■- ■*_ "*i J _- ■*_ — J -_. -- -_. -_ -- -I- -- '-_- n_. -_ T_ -_ ■i.n.F,/v r >r'»- 1 V'V^ J V r »- , M- l i- 1 j-\i'K. - j -_• -u -_ -i_ -_■ -_ -u -_ -_ -i_ -_ -i_ 

GDstib 73B i crranqa noua*. L. r timifc qau.ee j NAME*af..# i>el»ct*4 .4E0", "PICK 
A SfWE NfiME " I : c hi^n. QW _nou*e 3+l.PWUH : gaAub ^70 s hide on j g-osufc EJ10 
tLffi if NAHE*-" H th«n chow on i rtturn 
62B cava NftftE*.oh.y*iHL f s-haw cti i rrturn 

*4B rem PUT SPRITE ON SrjREEl* 

&5B r BlTl "■ ^^^^^^^^^ r "^^^^^"*^^^--^^r^^M r ^n.^ri r ^.^r m ^ r ^^*^m w ^^.^^^ - j -u "_-_.-_.---_. -_ -- n- -. -_. -. pv r„ . v r . 

r* pB -4jt i TEMP=r*QUi<« k ay s until TEPtP<:>i 
47ft ItnPK^M muuaa ; TEtlf-'YTsy mexju 

AE» if TEMP-3 than gopAib 730 i hide an s *pri t* I T TEMPX , TEW^V , SPMUff : wait vfti 3 
yut sprit* L . T^-TT£MPX-H0T* e TY^Tl; MPV-HOTV s wait vfal ± iiprlt* Off 1 * shw cm 
s ink 15 i hoif Tt-l,TY-l to TX+K » 1 , TV+V+1 
A'rB return 

710 rani GET SCREEN 

720 rOffl " 1 ""~" Vnrr * "■• r -- "--^ ■_■ 'J -U -»-_. -I -- -_.-_.-_-_. r. VTr^^-rV'Vi'.-'.-i 'jJt.'i.-^Sj-i.-u-i.-.-i- rv-y rw ^ Vli ".-"j "u- -j-^i ---Hj 

730 hid* r -acrean copy phyaic to 4 s ganub 770 j *hnw ■ raturn 

/JH] r0M ""^ > r v ^ -rt -V-_--."w-4-_,-.-.T.-. ■_.-_.^r>r-.-- 1 ^_.-. Jv -_ -_.-_-_.-_. V V V'l >, Tj-i',-. h S *. ^.-L 

750 ram (£7 PALETTE 

770. *or LDP-rft to !S - 40l«e »tart tfr] +32H01B* (L0Pa2) , col our ELOP1 . rm*;t LOP : 
return 

7BB I* ajITI >^^'^^*^^^*^^^^^-V'W>'V%'^^-^'V^--i-»i-fi--n. ---i.-i.T.-i.-.-i.n.-,n,i 

79B ram FU r SCREE*! 

S00 riAi ^ Vr ' "■»■ "J ■■ V - J -u -_ T- -_ ---_.-. v-i.>n r riJ4iv^JvruH4i*i-b-b'l-u-i.-LT.ni -- n- r T v r-. ^ ^ i^, ^, . v . *.J vl J i -_. -_■ __-u-_.-.- 

fl1B hide i tcr*im FOpy 4 to phv»ic t fkr-aen cony 4 to b*cfc * -b**ow 
0^0 get palette ■ return 



fK ■-a-u-l.-.-i. ^ i_n_-.i.F. i-F-v-rW^ 



Page 6 publishing for a full list of their 
excellent soil ware. If you want to know 
more about the Riverdcnc STOS demo 
source code give them a bell on (0734) 
452416. 

What the heck, while I'm plugging every 
company under the sun I might as well 
mention my old mate Aaron Foihur^ill 
whose STOS club has now reached 700 
members . if you want more information 



drop him a line aL 1 UDWER MOOR, 
WHIDDEN VALLEY, BARNSTAPLE, 
NORTH DEVON, EX32 8NW and remem^ 
ber to give me a mention (please)!'! 

Okay have fun and ill speak to you in 
the next issue [perhaps 111 give you a 
report on what Mandarin got up to at tile 
European Computer Entertainment 
Show). 



STOS 

from PAGE 6 



NEW ATARI USER wants you to 
enjoy the delights of STOS with 
these special offers 



STOS BASIC 

The programming language 
you need to get stari&d 
Recommended price £29.95 

OUR PRICE £21 .95 

STOS MAESTRO PLUS 

Add your own sampled sounds with 
this cartridge and software package 
Recommended price £69,95 

OUR PRICE £49.95 

STOS COMPILER 

Turn your programs into 
ultra fast machine code 
Recommended price SE 19.95 

OUR PRICE £14.95 

STOS SPRITES 600 

Add this collection of sprites 
to your programs 
Recommended price £14*95 

OUR PRICE £9.95 

GAMES GALORE 

Or just play some great games 

written by others 
Recommended price £19.95 

OUR PRICE £14.95 



All these offers available to readers of 
NEW ATARI USER from Page 6 Publishing 
Use the order form on page 49 or write to 
PAGE 6, P0. Box 54, Stafford, ST16 1DR 
Credit card orders accepted 
by telephone to 0785 213928 
or by FAX on 0785 54355 



Write to Peter Hickman 

at 

36 CLEVERLEY ESTATE 
WORMHOLT ROAD 
LONDON 
W12 OLX 



New Atari User - Issue 46 
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STRATEGY 





GOLD 
AMERICAS 



It is 1501. The 1 King has just given 
you four small armies, three groups 
of colonists, a couple of trading ves- 
sels and two of his best explorers, with 
instructions to explore and colonise the 
New World. Every ten years he will send 
out more help, but he will of course want 
TAXES in return! The main problem is 
that you are only one of four such groups 
(England, Portugal, Spain and France) 
who each want more than their lair share 
of the Americas! 

Gold of the Americas is a x r cry colourful* 
mouse driven simulation of the period 
from 1 50 1 to 1800. It follows the stan- 
dard War Game philosophy of allowing 
each player to enter a set of Instructions 
for his forces, then resolves them using 
internal "Combat Resolution Tables" and 
"simulated dice throws". 

On each turn you are lead through de- 
tailed reports of all the previous move's 
activities. Tills is followed by the Acquisi- 
tion Phase, in which you spend your 
money on armies, colonists, trading 
ships, worships, privateers, or slaves to 
supplement those sent from home. The 
left hand side of the screen always shows 
the current map of the Americas , and 
yon can point anywhere on it to get an 
immediate pictorial report of an area - 
colony size, development, loyalty: native 
strength: mineral and gold resources; cli- 
mate and agricultural potential 

The next phase is Placement - your re- 
sources are all shown graphically, you 





His Majesty BracitKt 
52300ft to t.bw Crown 




Title: 


GOLD OF THE AMERICAS 


Publisher: 


Strategic Studies Or oup 


Price: 


£24.99 ! 


- Reviewer: 


John Sweeney 



Just select and 
drag- You ran send 
explorers to try and 
open up new areas, 
or to lead your 
armies on raids or 
invasions; vou can 
send colonists to 
newly explored 
areas, or to build 
up existing col- 
onies; vou can 
place your traders, 
warships and pri- 
vateers in the 
various oceans. 
Armies are also 

useful to help keep your explorers and 
colonists alive during the early turns* be- 
fore all I he natives die of European dis- 
eases! 

The last phase is Colony Management - 
each colony can. optionally, be exploited 
(preferably only if they have natives or 
slaves!), developed (put extra money into 
growing faster), or placated (initially it is 
to placate the natives and stop I hem eat- 
ing your colonists, later it is to placate 
the colonists and stop them declaring 
independence! ■ the more astute of you 
wtll have noticed that the game finishes 
'24 years AFTER the American Revolu- 
tion!). 

Each of the other players then gets to 
make his turn. The new status of the 
world is displayed. And off you go again 
for the next turn. If the other play- 
ers are being run by the computer 
(you can choose Novice. Normal or 
Expert for each enemy country) 
then the turn is almost instantane- 
ous. If you are playing against hu- 
n "i. i then they will probably want 
you to leave the room while they 
make their moves - usually 2 or 3 
minutes per player per turn, even il 
you hurry. 

A solo game against the computer 
takes a couple of hours. You will 
need to play quite a few games to 
really understand how It all hangs 
together. If you develop too quickly 
your colonies will go independent, tf you 
go too slowly they may die out or not give 
you enough cash. Extortionate taxes 
mean that you never have enough 
money, SO yon can never keep all your 
fleets and colonies as you would like. The 
enemy keep raiding or invading, and you 
have no control of your mother country's 




sin 



foreign policy - France may invade a col 
ony of yours on one turn, then when you 
try to retaliate you find you are not 
allowed to because some idiof hack home 
has signed a peace treaty with theml Pri- 
vateers, diseases and revolts bese< you 
on every side! 

I felt at times that perhaps there was a 
little too much randomness and that 1 
would like to know the details of some of 
the CRTs to help me make decisions. 
There is further variability in that the 
different countries get different amounts 
of home support at different stages of the 
game, for instance Spain starts out with 
a lot of help from home, which lails off 
Just as frngland and France starl getting 
lots of help and start really beating Spain 
up - mayhe hisiorically accurate, but 
very frustrating. Some of thaL random- 
ness can be removed by turning off the 
Historical Options. 

Playing against humans requires a lot of 
time as each player will need at least two 
hours, and there is not a lot to do while 
your opponents are making their moves - 
still if you like that sort of game then this 
is an excellent example of It, 



Gj\MEPLAY - Nice War Game uitfh lots 
qf features - well designed mouse in- 
terfaces make \; fun to play 

GRAPHICS - Lois of excellent pictures, 
well designed so that you can easily 
see what is happening 

VERDICT ■ A good war game for no 4 
players - as long as you have lots of 
time 
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Isiue 4.6 - New Atari User 



* POCKET SIZED * PC-COMPATIBLE * PERSONAL ORGANISER * 

hi _j 



Portfolio 





THE 

IN YOUR 




The new Portfolio from Atari is the world's firs! pocket- 
stzeo electronic organiser that ts a tec a powerful PC 
compatible computer, with a full QWERTY keyboard 
and scrolling 60*25 character display. 

Portfolio indudGS everything you would expect from an 
dectronto organiser - an address And telephone book, 
time manager, di&ry and sophisticated calculator. 

Portfolio also includes $&v®ral functions that you would 
not expect - a spreadsheet for your personal budget 
and expense records, as well as a text processor for 
typing memos snd letters. 

And, because Atari's Portfolio is PC competition it can 
communicate with your desktop PC at home, or in the 
office. You can transfer flies from one to the other, to 
enabte you to update your reports and figures with th& 
Portfolio while you are on the rnov&^ 



FOR 
ONLY 




INC 
VAT 



SPECIFICATION 



PrvmsQ*. Mel SQCAA at ■*.fl152Whs. 

Operating System; Compatible with MS-DOS 2.11. 

internet ROM; 2&6K containing BIOS, operating system 

and applications suite. 
RAM: 12BK rtUh an internal RAM disk , configurate ircm 

BK. Externally expandable to ftAM. 
Keyboard: 6H <rr-'.5. QWFRTY. IBM PC 0IOS compatible. 

Bu ned numeric pad andlunrton keys. Gpiiunni w/r. cM 
Character Set; Extended IBM ASCII [255 ch;Lr;icnjr5.| 
Mass storage; credit card sized merncry cm :iw (fsf-'K 

WK Of 12BK RAMI. 

Qieptey: Gra£fliOs LCD :;uperlwi5l lochnology, M DA com- 
patible. 40 columns * 6 lines-, 240 x B4 piaels (wilh Eh* 
option te wirkdcw n lul AO * 2$ character display). 
Keyboard wmsrolled conl'asl 

flpr-ipn'^rjrfl; $Q pin expajiaicn BUS to take aerial and 
parallel porta and nr^-rnory e-jcpans^n units. 

Size; 8" % 4" X 1 " (200-nm X 1D5Wirn x EBmfn). 

Weight; gramrwa C*i1h rjatten*sj. 

Appiicntmnfi calendar and diary, address and pnocie 
COO 1 *, LMUS 1-2-3 COm&ai!::. S s:: i!:l:1^Iiih:I. InKl prr>-essor. 
efrfrtniun r: r il;?n5 software 



COMING SOON! 

In addition la lhe etcslien- solware built-in to slw PorirolH> Frw 
el thargrS |aee isylil). iilinr !;-|lAnrc snc nnripnarai pfDdilClB, BUCfl 
W.hr. scphisii-gied FocKal Finance pacHags and sen'aJfcefYrofucs 
intartacesare available. An£-: rjtwsri'i step ihsrs. Marry fnanulac- 
turers hnwn -eccgmsBd the potential ct 1ha r^drolic and have 
already ataned ic- design new :im iihnrgis. gtnd wffa'are. Producls 
cunciu y under CevelrjDrneni include: Serial inler'ace with buile 
in mini moderr, Apple Macinlcofi inie-hn^ business tfility and 
piogritflnmir^ scPfwara plus a range cl adventure and bailie 
strategy ganes. For 1u nrver Iree deiails d-i i he PdNfolip rgungg. fin 
in ih« ewpgn bUkm and return 1 1o Srtca System* nm 
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BUILT-IN APPLICATIONS f 
TO GET VDI/ ORGANISED m 



To gal you slarlcd. Pj-'l'cl c comes wlh a suhe 
Or liv* uSSlu! Functions buill-in, all acceaaJWe 
Irom a simple menu display. 

TIME MANAGER 

More l.ngn ju&: an aeclronic diary, :he PorfV^,c 
Time Manager enables you 1o plan your ap- 
pointmefits via a ccmpreMenai'i^ calendar and 
diary. II can*v*n ba programmed lo sound an 
audible alarm at specific times to remind you 
oF important appointments. 

CALCULATOR 

Y&ur P&r|lalio will be invaluable in 1he ol'ine or 
ad home as a powerful pocket calculator. It his 
a full range o1 tgnciions. including tectorial, 



po*er and root calCulal C-n.s, all wilh rrulf 
display tcirmals and memoriea. 

ADDRESS BOOM A DIALLER 

Paflfoho Has a OOmplsLa add r ess book facilily 
tttti allows you lo store hundreds ol s^dnmtfi 
Bind phone numoers. And. at the touch Ol a but- 
ton, you can letrieve any OW or (rwm, or searD*i 
tor a WCirirj grouping, such as "all Malian 
raslauranfcs". And, when you are raady to booh 
yo\F labia, hold yoyr PartlolO Y> your telephone 
mouthpiece iffiC uSu its soscial built-in bane 
dialler to dial the number for you. 

TEXT f*ROGESS&f* 

The Pdrtfalia'atMj ill-in tenl rxccessor program 



^ud#s nvord wrau, line and column counl, 
air ng seart^, in 'act mostol thetunctwiis ynu 
would "ind in a word processor. M nancft*s 
p 'inter and word processor contrc-i cCCcs and 
allows easy translef o' ^iles between D o'Holio 
and your desktop PC. 

SPREAOSHBET 

For real caiCulalinQ power. F'zilfolio has a Largs 
1-2-3 compatible spreadsheet bgllt-in, !| has 
127 columns x 225 rcvis ?.rc ■ttte''wT'mz Lolus 
VI .0 end tilts, so yOi/ can Iransfe' data 
to and irom LoLws 1-2 J on your riesklop PC. 
The Pc-ltolio's 2b£K ROM includes MS-DOS 
and PC BIOS compatible Syslems soltware. 





MEMORY CARDS 

Panlaic isrt ^ryi r^iiQi^. c^ig and ^icsmmt Irom 

Its &A-Ti PAM ^' \n-A~ ArtLj. I ^T^i| curd 51ZP -nCTKry CHrdS. 

thvis^mlD riuih in crtr:1 dtiyfi rh^Hitfig-e a-aiiaciit 
in 1hii» s kh 2SK E^K And lPFnf, *o jt)u ^an cu'rp a Itrsy 
o4 dua. in ynur packdl ThA card rli Ja alMMcaplB: ROM 
■:ard:, ^hich can CDnUiln canr^i-.tM. m fivifftfii viiixajrv 




POWER SUPPLY 

PCillfthU ik pirmgi:gr! tTf' l h, «- AA OflllDnca W*1Kh mill IUn 
IQT lip \C tix *AAkA Willi 1 1 :.i 1 -ngi ^ijh. V \rv^t !!■<■ r~J. "i5 US 

mg an adaplar. All ihA ptr.pf lake Ihmr powir rram 
Ihc l^-Mta, to no *wim rjAifcriy^ mi adaplu:5 aw reqdr«d. 
■\ jdIId'v In*' Mrnlng flriTir^^vi y ^auk-up dhbuw^si 
n^ n-jiicr is nc\ osl j^hAn ihA i.miiHir^ M'e chBnsed. 



INTERFACES & PERIPHERALS 

FQ'rfdki oift ecminorji;^ otfter campulcrs and r *x>- 
f.j'u, i lyriwinrj i* h n y h ^pp^p'wbJb raar buill in 60 ph 
bJt ccr-MKiD*-. P^iphi-fAiK ^vH.-.:^t r^de- 5 cra : ar>d 
pi aUr l inurrac4)b artd rrHHin:;ir P ha ubnijcr^ (to 0i0< • Voj 
car aac add j card nrirt ki y -.i- Ovsfclop Pi ic 
<l >□ raadrwrilB Ftvifdiu'i ;*i1h 



SILICA SYSTEMS OFFER YOU 



FS£E OYEflNiGHT OOURtER DELIVERY: On all hardware orders Shipped in (h# UK. 
TEPHMCAL SUPPORT HELPLINE: Team ol Alari le^hncal exp-erls At yOur se-rvice. 
PRICE MAWH: We normally malch ccmpetHOi'3 on a "Same product - Same price' basis 
ESTABLISHED 12 YEARS: Proven hack record in professional compuler sales. 
£*3« TURNOVER (with #0 stattk Solid and reliahle wilh mailnlamecl growth. 
&U S t NSS S/EO U CA TtONJGQ VERNME W T: Volume dlscounlS available tor 'large orders. 
SHOWROOMS: Demonstration and trammg facilities at Our London & Sidcjp brancnes. 
THE FULL STOCtf RANGE,- Alt ffl your" Atari PC requirements fram one suppli&r. 
ffi£f CATALOGUES; Will be mailed to you wiln o11era end SC-l^wart/rXjr^ pheral details. 
PAYMENT; By cash, cheque and all mapr crecln cares 

CREDIT PAYMENT TERMS: Sihce are licensed credit brokers - details on request 

Befo'cyau dcnidn *hnn re buy i **v Ai. d i. P^ilL- a, we 6.igc-rnl yau Ihmk v nr y caralully aQdur. WHERE you 
bujf il Ciinaidar wtial ii will he i <4i a Iaw mcjpihi hIihi buying yOur PonfalH, whon yog m*y rpquire additional 
pi»1pti9f Bis or s*|r.wara. Or hWp and advict with ypyr ne*f JWJrctvaBB And. will Lhe Cdmpany you huy tram cpnhfCl 
yauwith deiails cf nee* Po#1lc*a p*oduClS? At Silica Sytfoms, cn=u-c:l-jil yr.o *ill he V A I'-Ol^irg Iu >lv-v aaoj*. 
Silfca Syaltf mi ia a now rJivisian ol Silir* Snon. lhe UK i leac-og Aiari arrfciailiEls. This n#* Q^vtwut has been 
e5l3&i5hed W provide a Mrvite ta lhe mnrc s engirt tiome user. BB #flll BS (0 liuisirijas and cduiaimn aurcha^nm 
S\\ks hnviMnn«n flsl«)lighed lW 0v&\ '2 years, BnrJ 



h-lvu Bn annual turnavcr al t;i.1 milhcii ^irh ol - 
vnrlVBHed BfcpBfienCti aod eotpes^isc, we can now 
claim "i ninfr. i? u r Cuatomara rfrtiuii^mfinls wilM an 
. ■•J«r«,.ardir ^ *'hic*i i sr>:.nnn lo noflft B^Jt don't 
iu5l lake C*ji *suid ftir il. Coupler anr return Ihrj 
cci,gnn no*-, lorou' lataaiF r ee : Itra'-urtand begin 
to Experience 1 Silic* SyBl^a Serv^e'". 



SIUCA 
SYSTEMS 



MAIL OHOERr 

□rctar LlnAA ODHi- 



LONDON SHOP: 

□paring Hou , a. 



1-^ The Mews, Hati-srev Rd, Sidcup K^nl. 

MM-B n ftMBm-riJOOpm No La I a Nighl ChW^w 



llAld JCX Tel; 0*1-309 1111 

Fa* ho: cai 306 as:e 



S1DCUP SHOP: 

QpflPiPg HOu^a, 



^? Tot'enhgrn Court Raad, London, W1P OR*. 

MCft-5» i ^MBm rj,pQpm Lnlu Njflht "huneay u -m; 

1-i rhE Mew;. Hattierley Rd, Sidcu^. Keni, DAH djK 



Tel: 071-560 ^UOD 

Fa»c Nn: 0^-333 ^737 



BU SINE ^EDUCATION: 

O r ec- - Linat Opfin. Mcri-R 



1-i The MEW5, 

3C<lHiiieC0prri 



LbId Nghl: Frldyy ufri 7pm 



lei: 001-302 6611 

^0 KI .30*0017 



Kalherley Rd. SidCul K.enl, UAM 4GX Tel: 081-306 0886 

Chisod on Saturday) F. ? -c Uu\ DBI ace >:ce 



Td: Silfca Systems, Dep( PSIX-1W0-3e, 1-4 The Mewis, Hith^rley RtJ, Si^cup, K«nt DAI 4 4DX 
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PLEASE SI 


;nd i 


N 


FGRMATIO 


N ON 


PORTFOLIO 



i 
1 



Mf/MrsVMs: 



n ha e: 



Surriim*; ...... 



Address: 




Tftl (Hdrro): 



Pcsrcode 

Tel (Wnrkf: 



Campen-y Nams: 

Wh ich DompuEenja), if any, dfl you owm , ..„„„„, 

EtOE *d<-i-l*Mil |i'K*a m-ti \p*:i' r.iltim mpy rhpng^ Di£454 iCIu'n I HI oSufM^i lu- Mh hmi! mhimMiy 



'i 




:ron ii 



'It'HI M Hrl 



We import books direct from the USA f 
particularly COMPUTE! publishers of 
the best books available for the XL/XE 
and ST 



SPECIALISTS IN BOOKS FOR FLIGHT 
SIMULATOR 2 - SOME GREAT TITLES 
THAT YOU DON'T SEE ELSEWHERE 



Keep that equipment free from dust and spills. We have been selling our top 
quality dust covers for over five years with thousands of satisfied customers 

AND WE SELL ... CABLES, BINDERS, 
REFERENCE MANUALS, BLANK DISKS 

as well as having regular offers on selected ST and XL/XE software 

THE PAGE 6 ACCESSORY SHOP 

P.O BOX 54, STAFFORD, ST16 1DR 

Telephone 0785 213928 Ask for our FREE catalogues 



